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FORD RALLY SIMULATOR 

Scr^^^^ching onto a screen near you! 

Make millions burying trainspotters! 
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All DOGMO TO HE AM 

* 



PLUS I'atisolLtieiy treei 
The Brw* - c**ctoul owpte 
bvs 'em, magaare ccvw designers hate em.. 



The bees knees 
as far as 
interactive 
adventures go! 
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ITAUA 



**An absolutely awesome 
experience. You won't be 
able to put it down. A 
masterpiece of graphic 
genius. Absolutely 
Brilliant." ZZAP 

**Turrican is a 90 s arcade 
game - net to be missed. 
The best pure arcade blast 
released for the Amiga so 
far this year." 
The Games Machine 

"The best C64 game of 
this year." C & VG 



Arts 



Sketty Close r Brack nulls Business 
Pork, Northampton NN4 OPL 
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REGULARS 



BOOT UP! .-..»■ - —7 

Step to It! Look lively at the back. Let's 
go: left, right, left right, left... eyes right, 
Open them, Frobisher, What do you 
see? Speak up lad! That's right news 
and previews of Starblade, CREA- 
TURES, Heat Seeker, AH Dogs Go To 
Heaven... 



EURO WARS 76 

Spectrum Holobyte's Electronic 
Battleground System could change the 
way you play games. Imagine playing 
an interactive tank or flight simulator 
battle with hundreds of on-line gamers, 
Paul Rlgby did more than imagine. 



FEATURES 



BUG OFF-— -» -14 

Dean Friedman comes clean about his 
hug-eating habits and tails TQM about 
the way games players of the future will 
be Interacting with bees, snakes, spi- 
ders and other palatable creatures. 

SEALY SILLY ..............84 

Kit out your bedroom 21st century- 
style, Robin Candy did and discovered 
his Erasure posters were replaced by 
all-singing, all-dancing, computer-con- 
trolled electronic equipment 
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SIN CITY 66 

Shintaro Kanaoya returns from Japan 
full of Eastern promise, another selec- 
tion of awful Japanese japes and a 
handful of console games including 
Batman on the Sega, PC Engine and 
Nintendo, and Maniac Wrestling and 
Special Criminal Investigations on the 
PC Engine. 

■ Batman coming soon on Nintendo, 
PC Engine and Sega consoles. 

IT'S REALLY GREAT .,.72 
B rooks id e dweller, Paul Rig by tries to 
leave Sheila Grant alone for a few min- 
utes to bring you an exclusive review of 
Ultima VI, the first preview of Ultima VII, 
and sizzling accounts of Champions of 
Krynn, Crono Quest and Harpoon. 



GAME SPECIALS 



GAME GAME BOY- — .-69 
Marshal Ha, ha, I've got a live one 
here! 1 Rosenthal tangles with Batman, 
Solar Striker and Golf on the Nintendo 
Game Boy — and discovers he has the 
last laugh. Another TGM first from the 
States. 



INTERACTION 



PRIZE DRIVE - .-..20 

You've seen the preview of the stunning 
Qfl Team Ford Rally Simulator that's 
soon to come screeching onto a screen 
near you. And doubtless you're itching 
for a si ice of the action. Put the pedal to 
the metal and win yourself an amazing 
collection of motoring memorabilia. 

CHEAT STREET 60 

Singe's Castle and Space Rogue sensa- 
tionally solved by TGM's expert sleuth. 
Plus a bucketful of other dodges, wrin- 
kles, maps and hacks. Only Candy can 
do... 

LETTUCE .i -88 

Just say no to environmentally 
unfriendly mall bags, Green is good. 
TGM cultivates another crisp selection 
of scrumptious lettuces, Don't miss this 
month's star lettuce on great growing 
tips — it could save your greens. 

RAILROAD TYCOON.. .44, 
TGM spots the great MicroProse's rail- 
way construction game, gets Its num- 
ber and gives it the thumbs up. 



Tr-un R*r' 








i " 




* 




* 




!"'LiKdl/L*'»L** 






t 






























s 


FOB 




1 


70 .000 


t 


tlM t 2.1* 


Miru:.^ /Br u,-ErA-:= 


W 


it MM 


f 


l^e ,060 i a a 



• • » 




ESCAPE FROM SINCE S CASTU 

"Hit Adventure wnrirnies „ 

New scenarios tind character* combine to make Escape from 
stoge's Castle the best sequel to the best selling animated 
fantasy adventure ot all time. 

Mofetr'^iirr ii^w fcv Hm.ffm, it uses tlxAmjw in tfu-im if wm 
intended to mini'" Arnica Computing K5'u 

Available \o\e: Arn^a \AM, A1000'A2001>) Only 512K 
required 

Stunning music and enhanced sound FX 
plus extra screens wilh 1Mb 
Never the same game twice 
Incredible animation, better than 
ever before! 

Links with the original Dragon's Lair 
for the Ultimate plaving experience, 

DRAGON'S LAIR 

K tfjWUfST»*ttWy fte most stunning ht*me ampukr gam? \/0U 
will /fiKV t'lf r wm" Commodore Computing International 

Available Mow : Am iga i A 501 K-A21HHJ with i Mlv 
AlOOOwith 512K) 
IBM PC (EGA, VGA, TANDY® ) 

Coming soon Atari ST 




Av.nLu li.' now 



L urninp, 90011 



Amiga (ATtWAUKK}'A2D00) 
Atari ST (51 2K, limited frimenl.n' 
with single sided disk 
drives i 

Atari STE (uses enhanced 40% 

colour pale tie) 
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MOMMA GAVE BIRTH... 




Them's a French invasion going on... a software 
invasion. You couldn't fail to have noticed the 
increase in European software over the past few 
months. And following a recent deal with Palace, 
French software producer, Simarils have joined 
the onslaught on Britain's great shores. Simarils' 
Colorado is already on sale, so TGM decided to 
investigate further and discovered Starblade, a 
spooky epic coming very, very soon... 



Let's take a trip into the future, 
to trie year 3001 , and far r deep 
into the centre of the Orion 
galaxy. Things look bleak. 

The Orion galaxy is now 
under the r lie of the 
Cephalhydras, a ruthless race 
of insectile aliens, Aiming to 
finally wipe out all trace of 
humanity, the Cephalhydras' 
genetic engineers have created 
Genolyn, a hideously mutated 
Queen, who wiJI eventually 
spawn a legion of super- 
warriors. The Cephalhydras 
thought Genolyn's location was 
unknown, however Professor 
Julius Gordon discovered the 
breeding centre's position. He 
was brutally murdered by the 
Cephalhydra Investigation 
Bureau immediately. 

Before his murder, the 
Professor put the coordinates 
of Genolyn's hideout onto 1 6 
disks, and put one disk on each 
of 16 planets. Your mission is to 
board Starblade, the most 
advanced starcruisar, and find 
and destroy Genolyn before 
she starts to breed... 

Simarils are calling Starblade 
a space opera — which 





M The C«ph»fh|nilra"5 sttBCh Heels 
bamfrafd you wllh a leifiaj dese of alien 
laser 




■ TlMnfclully out b< harm's way — 
"Plortng the maie-IIke coniplei whfch 
has become m Earth colony. 




■ Touch dawn I Start Jada is packed wilh 
2S0 screens, each as graphically snaz 
as (hit one. 



basicaJly means the game's 
packed with aJI sorts of 
gameplay. There's a dose of 
serious space fighting action, 
some brain -blending puzzles as 
you search the planets, and 
direct combat with the 
Cephalhydras as you infiltrate 
their complexes. 

Like most French games, the 
graphics are of a very high and 
varied standard, with 280 
different screens to explore. 
Sounds like a real treat for ST, 
Amiga and PC owners. 
Starblade goes on sale ai the 
end of May. 
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Thalamus! Hah! Do they ever release any games?! 
Well, apart from heaps of gobsmacking 
Commodore 64 titles, not really! Erm, okay — a 
few others, too. But this is all set to change with a 
super strong selection of games lined up for the 
rest of this year. Richard Eddy trekked to Thala-HQ 
in Aldermaston and found out there's more to life 
than a C64 



It s the designer label of the 
software industry!' pipes Thala- 
boss David Birch referring to his 
empire. Empire? Two rooms 
and him. Empire, indeed. 
However if you wanted to get a 
stack of games that would keep 
an empire of players glued to 
their screens then look no 



further, Thalamus have a 
veritable mountain of games in 
which you can drive, fly, shoot, 
hunt bugs, get legless and, 
naturally, blast the heil outta 
some alien scum 

And the big news is that, for 
the first time in its five year 
history. Thalamus has acquired 




a licence. Though no coin-op 
conversion this; it's a deal with 
Ford Motorsport to produce a 
simulation based on drtving 
Ford s Sierra RS Cos worth in a 
series of three nerve-racking 
rallies! 

The game's called 7"ne Q8 
Team Ford Rally Simulation and 
utilises a new games creation 
system developed by 
Thalamus. It goes something 
like this... 

Imagine an empty universe, a 
big load of absolute 
nothingness, Now start to build 
— build anything so long as it s 
constructed with vector 
graphics. With the flick of switch 
all the vectors become solids, 
and you can now travel within 
the confines of your new 
construction. That's what the 
programmers have done and 
the environment they came up 
with was planet earth — more 
specifically, three rally race 
tracks and surrounding 
countryside. Best of all. the 
graphics run at an incredibly 
speedy 50 frames a second! 

Each rally course has its own 
individual terrain, The first stage 
is set on a tree-lined forest track 
and you have to steer the car 



along a treacherous route full of 
pot-holes and bumps. Stage 
two is an action-packed sprint 
against other cars which leads 
to stage three — a nightmare of 
a night time drive across 
country tracks. People, and 
other soft targets', may wander 
onto the track creating 
situations where your reacfron 
speed needs to be razor sharp: 
though nobody can be killed, 

IF it all sounds beyond your 
driving skills, don't worry, the 
game offers three skill levels. 
Practice, Novice, and 
Professional — where you drive 
with all the cars, rain, snow, ice 
and darkness possible! 

Should you get bored with 
competing in the races you can 
reverse the car and turn off the 
rally route. However, should you 
venture onto a public road the 
police give chase! But then, you 
are driving a powerful sports 
car... 

As well as being Thalamus's 
first licensed product, Tfte 08 
Team Ford Rally Simulation is 
also Thalamus's first multi- 
format release — released in 
May on ST, Amiga, PC, 
Commodore, Spectrum/SAM 
and Amstrad GPC. 






■ In 1M depihs ol llie Black Fores! of Gateau CPyde, he's the ugJy bug breathing lire 
un all In sBsnch of creatures to moke p-Dweriu I potions wilh. 



Back to more traditional 
Thalamus news — a groovy 
arcade game happening on the 
Commodore 64. CREATURES 
comes from Apex Software who 
previously dished up 
Thalamus's impressive 
Retrograde. 

The title CREATURES stands 
for Clyde Radcliff Exterminates 
All The Unfriendly Repulsive 
Earth-ridden Slrme. Hmmm 
Thank heavens for acronyms, 
eh? Weil, you get an idea about 
the game. 

Right, let's have a gander at 
this demo. Here's Clyde, 
Strange looking chap; all eyes, 
arms, legs and little else and 
this place is the Black Forest of 
Gateau. Ho ho' It's swarming 
wi I h weird bug-eyed fellows 
which make up the Earth -ridden 
Slime. 



And we're off. Rather smart 
parallax horizontal scrolling 
here as Clyde runs and leaps 
his way through a maze of 
hedgerows, tunnels and trees. 
Oh, and there's the odd pond 
and river to swim through — 
luckily Clyde always carries a 
mask and snorkel for such 
occasions. Clyde's spit kills the 
more feeble creatures, with his 
fiery breath eliminating the 
tougher inhabitants. 

Clyde can have his weaponry 
extended (hoot, hoot!) by 
guzzling magic potions. Potions 
are created by boiling up a few 
creatures in a witch's cauldron 
— and you'll find the witch in 
her potion shops which are 
scattered throughout the playing 
area. 

Expect CREATURES on the 
Commodore 64 this autumn. 
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FIRE FIGHTING 



What's the oddest character 
you ve ever controlled in a 
game? Aliens 7 Moles? Ninjas? 
Pah! In Thalamus's forthcoming 
C64 game, Heatseeket, you 
control a robotic leg in a blue 
welly wrth a ball balanced on 
topf And the objective is to 
collect heat from forest fires. 

Heat is needed lo breath new 
energy into a sacred plant, 
which lies at the centre of the 
forest — three levels away from 
where you begin. Endless 
pollution and acid rain are 
draining the plant's Irfeblood and 
should it die the forest will die, 
along with the tribes who inhabit 
it. 

Now. you may imagine a 
robotic leg, in a blue welly with a 
ball balanced on top is not the 
first thing you'd think of if you 
had to collect heat, but it works! 
The leg can bounce left, right 
and up to manoeuvre itself 
around the forest; carefully 
springing up trees and creepers 
to reach even the most difficult 
fires. Then, you can disengage 
the ball from the leg and direct it 
towards the fire and absorb the 
heat. 

Heatseeker's creator is Pau 
O'M alley, who has previously 
worked on Arac for the 
Commodore. As with Arac, the 
backgrounds are shown with 



character graphics and the 
forest wildlife uses sprites. 

And the wildlife certainly is 
wild The forest is crawling with 
manic frogs r snails and pesky 
armies of ants which can pro^e 
lethal for Ihe leg! Thankfully, 
these animal irritations can be 
bopped off with your ball, But 
even the ball can have a 
perilous time of it when 
bounding around on its own. 




Giant Venus Flytraps grow in 
parts of the forest and wait, with 
jaws open, for any tasty morsel 
which comes bouncing along... 

When the sun sets in the 
foresl the action gets tougher! 
With only a couple of spotlights 
to show you the way, the 
abundance of nocturnal 
creatures can prove dangerous 
— though, energy permitting, an 
infra-red mode can be 
accessed. A bit of a potty 
sounding game but the 
payability's spot on. 
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In Thalamus's most tried and 
tested vein, the shoot-"ern-up., 
comes a hot little Dutch offering 
(fnar!) called Venomwing, 
programmed by Softeyes. You 
know what this means? It 
means polishing up our 
appalling Dutch in preparation 
for the telephone call to blag a 
demo disk from Softeyes, Here 
gees... "Helloefljrgen! Hurgen 
surgen TGM, blurgen nergen 
Venomwing surgen murden 
lug em Softeyes demo hurgen 
diskT. Mot top bad. 'Er, yeah. 
We'll stick one in the post 
tonight.' Oh, they speak 
English. 

Softeyes' background in 
producing Amiga demos soon 
shows on Venomwing, their first 
game. The movement and 
animation of the endless alien 
attack formations is smashing; 
the way they curve, spin and 
generally fly around, sometimes 



with a stream of around 30 
aliens in line, is great. 
Eliminating a wave reveals a 
power-up icon and the more 
icons collected, the more bolt- 
on weapo nr y You acquire — 
from extra laser bolts, spinners 
and drones to icons that 
transform your ship into an 
indestructible hawk. 

There are four levels, which 
doesn't sound a lot, each huge 
and stuffed with large animated 
graphics — the leaping mutant 
frog is especially neat. 



Naturally, there's an end-of- 
ievel monster to bash: a 
disembodied head which uses 
its eyeball as a weapon on the 
first stage. Two of the levels 
scroll horizontally, two vertically. 

Due to its immense graphics 
and super-duper sound they'll 
only be an Amiga version, and 
that should appear in June, 
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NO RESTRICTIONS 



The next game from the people 
that programmed US Gold's 
Strider is also coming through 
the stable known as Thalamus 
Pan-Am's Fly/Drive holidays 
have nothing on this. In Arc's 
first original game, RBsthctor, 
you're flying and driving over 
four deadly landscapes. 
R&strictor is still in the early 





stages of development, with a 
1 6-bit release ex peeled early 
autumn, but already it's looking 
hot, The movement of the road 
is smooth and fast, probably 
some of the best we've seen, 
with sweeping bends, hills and 
dips. Whether you fly the space 
fighter or drive the car depends 
on the alien attack waves, and 
which of the four planets you're 
on. Well keep you posted 
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ALSO COMING 
FROM 
THALAMUS 

■ THE SEARCH FOR 
SHARLA 

Long-awaited all-formats 
epic adventure quest, 
featuring walk-through 
graphics. 

■ ARMALYTE 

Mammoth shoot-'em-up 
that rocked the C64 world 
still being programmed on 
ST, Amiga and Spectrum, 

■ BAMBOO: HAWK EYE II 

Sequel to smash hit C64 
game, due in the autumn. 



The Quest for Ultimate Dexterity... 




ai ipk^w i i ^^^m ■ ■ m By Statras Fasoulas 

and tPYX® 



QUEDEX**=USA 
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Amiga Sc reen P C Screen 

ONLY THE COOL AND CLEVER SURVIVE... 



3-D planes that'll blow your mind 

Roll off the edge of infinity Into a 
dimension with no room for rrental 
midgets. Dodge etectrical seas, 
bounce the lights out of illuminated 
checkerboard puzzles and blow up 



blocks tnat keep you from bouncing 

to the next thrilling plane. 

Time is against you, and so are the 

problems to solve. But then — 

yours Is The Quest for Ullimate 

Dexterity 



AMIGA £19.99 PC/Compatibles £29.99 
Thalamus limited 1 Saturn House, Calfeva Park, Aldermaslon, Berkshire RC74QW Tel 0/34417261 
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Every dog has its day. Expert howler and street 
fouler Richard Monteiro donned his Hush Puppies 
and collar to have his day at Sullivan Bluth Studios 
in Ireland. There he shook paws with the creators 
of Dragon's Lair, Space Ace and All Dogs Go To 
Heaven,.. 



While you might not be familiar 
with Sullivan Bluth Studios in 
Ireland, you're probably well 
aware of the creative and 
entertainment achievements of 
the animation studio (and the 
excellent Guinness available in 
the pubs nearby). Classic 
feature film-length animated 
cartoons like An American Tate 
and The Land Before Ttme are 
a couple of the fantastic 
productions to have emerged 
from the Dublin -based 
company. 

The creative heart of 
Sullivan Bluth is 
three 
animators 
— Don 



Bluth. Gary Goldman and John 
Pomeroy. All three were 
employed at some point by Walt 
Disney. After disagreeing with 
Disney's animation principles, 
they and 11 other animators 
resigned in 1979. Working in 
Don Bluth s garage, the team 
produced Banjo, The Woodpile 
Cat and The 
Secret of 
NIMH. 



After a meeting with financier 
Morris Sullivan in 1984, Sullivan 
Bluth Studios was established in 
California. Around the same time 
the Insh government was trying 
to entice foreign industry, 
Sullivan Bluth subsequently 
opened a studio in Dublin. It was 
there that much of the eel 
painting for An American Tale 
was done. The Land Before 
Time, a Spielberg/Lucas 
presentation of a Don Bluth film, 
was almost entirely directed, 
produced and animated in 
Ireland. 

CATS AND DOGS 

So what has all this got to do 
with computers? Arcade 
fanatics probably know Don 
Bluth better for his revolutionary 
laser disc games — Dragon's 
Lair and Space Ace — that 
appeared in the early Eighties. 
Only recently Dragon s Lair and 
Space Ace appeared on 
computer format, and are in the 
process of being converted to 
console. 

An offshoot of Sullivan Bluth 
Studios, Sullivan Bluth 
Interactive Media {SBIM), is 
responsible for producing and 
commissioning the computer 
and console games, In 
addition to catering for standard 



computer and console formats, 
SBIM is currently working on 
CD-ROM and CD-I 
entertain m ent form ats . Wh i le 
the emergence of anything on 
the silver disc is still some way 
off, there are numerous other 
games just round the corner, 

The latest Don Bluth 
animated movie enjoying box 
office success in the UK \sAtt 
Dogs Go To Heaven, To 
coincide with the cinema 
showing. SB1M are madly 
finishing work on a game for the 
Amiga and PC Other versions 
may appear later. 

DOGGY D00 

Charlie Barkin, a German 
Shepherd dog with a shady 
past, plays both hero and rascal 
in AH Dogs... After breaking out 
of a New Orleans dog pound 
with help from his friend Itchy, 
Charlie discovers that his 
gambling partner. Carface 
Malone, has mysteriously hit the 
big time. And unbeknown to 
Charlie, Carface plans a 
dastardly, and potentially 
deadly, double cross. 

Carface s dirty deeds done 
dirt cheap work out, and Charlie 
finds himself at the Pearly 
Gates face to face with the 
Heavenly Wippet. The Wippet 




assures Charlie that he'JI be 
allowed in, but only after he sets 
things straight in New Orleans. 
Charlie returns to Earth and 
discovers Carfaces wealth- 
making secret.,, an orphan girl 
called Anne-Marie who can talk 
to animals. She's no relation to 
Dj Dolittie, although she does 
know a Plesance Dolittie in San 
Francisco. 

Thinking he can make a quick 
buck out of the kid, Charlie 
kidnaps Anne-Marie. But Anne- 
Marie thinks she's found a best 
friend in Charlie, and Charlie 
gets emotionally involved too... 
Gerroff Caswell, I didn't say 
anything about beastiality. 

After a series of fiendish 
schemes, scraps and 
unexpected adventures, both 
Charlie and Anne-Marie find 
their lives at stake. Only one 
can be saved and the outcome 
is in Charlie's paws. 

That's the film, The computer 
game will feature many of the 



DEATH OF THE LASER DISC 



Don Bluth's laser disc 
games Dragon's Lafr and 
Space Ace caused a 
commotion when they 
appeared in the early 
Eighties. The combination of 

■ Tiie story line for The S-ea Beasl has 
¥#t Eq be warknd oui, m don 'I get 1dq 
eicifced just yal. 




animated sequences and 
sounds of the film, However, Ati 
Dogs Go To Heaven the 
computer game will be a 
departure from Dragon's Lair 
and Space 4ce-style action. 
The game is to be aimed at a 
young audience and will be split 
into several sub-games: word 
scrabble, ninja fighting, obstacle 
course races, and maze, logic 
and co-ordination challenges. 
Charlie and companions 
should be on a 
computer screen 
near you ve 
shortly. 
Ruff, ruftr 



■ Ufs do trie Time war 
Above, a scene from Dragon's 
Lair: Time Warp 




TV-quality sights and sounds 
set games players alight. 
Sadly, arcade games 
containing laser discs 
proved unreliable; arcades 
were naturally wary of taking 
on new releases. The laser 
disc market died. 

Even though laser disc 
technology has advanced 
tremendously In the last few 
years, it's going to take a 
long time, and some hard 
sell, before arcades will 
readily accept games of this 
type again. 

Don Bluth s The Sea Beast 
and 8 am act e Bin was 
supposed to follow Space 
Ace Into the arcades — but 
due to various reasons the 
game never appeared. The 
good news is that the game 
will appear for computers 
and consoles in around a 
year's time. 

It's very likely that The Sea 
Beast will be Sullivan Bluth 
Interactive Media's first CD- 
ROM CD-I game. CD-I will 
offer arcade-quality audio 
and video In the home, so 
there may never be the need 
for laser disc to reappear in 
arcades. Here's to 1991 , 

Also in the pipeline are 
Dragon's Lair tf: Time Warp 
and Space Ace H: Borf's 
Revenge, Again, these aren't 
likely to appear this year. 
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Marshal M Rosenthal talks to Dean Friedman 
about his innovative interactive video/computer 
interface for the Amiga... 





The Bat a Bug interactive video 
system represents so™ of the 
most powerful technology 
available of home users, tt was 
first used as a segment for an 
American children's television 
show in late 1 989 — kids from 
the audience got the unique 
experience of being placed 
'inside' a video game (much 
like the UK s Weird Dreams TV 
show). 

Picture this. You are 
superimposed on a graphic 
background displaying a 
garden scene, filled with 
animated bugs, bees, some 
nasty spiders and centipedes. 
Then the insects start to move, 
so what to do? Swat 'em of 
course. They disappear. You 
have jusl interacted, in realtime, 
with a computer game — albeit 
in a very simple way. The 
system you have just used 
could have strong implications 
on not just games, but the 
future of computers (as we 
know it). That's why TGM is 
checking out. 



The demonstration about to 
take place is situated high in 
the New York skyline within 
what appears to be a mini 
television studio. In the corner 
can be found bright lights and a 



course bepng served is a series 
of monitors and two Amiga 
computers. Around them, a 
sc-nc-s f)f high-tech gizmos 
beyond yer average journalist's 
comprehension. 

Innovator, Dean Friedman is 
standing in front of a white 
projection screen, going 
tn rough a series of crazy antics 
involving his hands, twisting his 





■ Kerpow! Take lhat you vile bug? Oh ho. 
way — wilh another f tick o! the wrist 1hey 

broadcast-quality colour 
television camera, which is 
hooked up to a portable 
switcher {a device which allows 
several video transmissions to 
be altered and mixed together) 
A couple of tangled power 
cords twist their way over the 
floor and finally come to rest on 
a long banquet-style table. The 



there's two more infect horrors earning my 
can be swatted tnlo oblivion! 

neck, and generally moving 
about like a crazy man. Looking 
over towards the switcher, we 
see a number of different 
images on the attached 
monitors, On one there's the 
Eat a Bug graphics; with 
moving animation. On another, 
all we see Is Dean. On yet a 
third and fourth can be found 





■ Using the Mandate interface in 
conjunction with Delui Paint III , Dean 
Friedman brings Eat A Bug to lite, 

data screens; one showing a 
senes of lines which resemble 
BASIC programming, the other 
being a straight Amiga screen 
showing a program interface, 
with various gadgets and slides 
to move and affect. But it's the 
large colour monitor resting on 
top of the switcher that brings it 
all together. 

Now keep in mind,' starts 
Dean, that this is all designed 
to be mixed downstream with 
the use of professional 
television studio equipment. 
This allows the extremely high 
quality, high resolution image ol 
the user to be chroma-keyed 
over the graphics. This top-end 
equipment Is part of the reason 
that the overall image is so 
spectacular, it enables a quality 
that gives the TV viewer what 
he's used to seeing. The 
chromo-keyirrg basically 
removes the player from the 
background, and then 
superimposes them on the 
graphics using the mixing 
process. This eliminates any 
shadows. You could say that it 
stamps' the player down on the 
screen. 

I'm using two Amigas — 
hooked together through the 
MIDI ports. The master unit fa 
1000 with 2.5Mb) drives the 
second {a 500 with 1Mb) by 
sending M IOI signals to ft. The 
500 is responsible for running 
the sampled (using A/WAS and 
Audio Master 2} music and 
sound effects. Using MIDI 
control means that the two units 
run together with no problems, 
and having a dedicated sound 
computer puts (ess strain on 
the other CPU.' 

Dean continues: 'The main 
unit, meanwhile, is running the 
script for Bat a Bug. A quality 
genlok is being used to take the 
RGB signals from the computer 
to the switcher. The image of 
the player is also going into the 
genlok, Now here's where it 
gets fun. The player's image is 
also going into the master 
Amiga through A-Squared's 





■ The mm Eat A Bug central mil where animate if Amiga graphics, running on an 
Amiga 1 0OD, combine with video images al ihe player in produce a truly inttnclive 
game Lei's get swatting'! 



Live device, a digitising board 
that works in realtime. Now, I 
know what you're thinking: Lhe 
Image of the ptayer onscreen 
doesn't look digrtised. No, 
because I'm using Live in 3 
different fashion. Its job is to 
show the cornpuler where in 
space the ptayer is by 
rendering the player as an 
object. This information is then 
processed for collision 
detection. The Amiga knows 
exactly where every pixel is in 
relation to every other, 



'Speaking of which, I did ah 
the graphics using DPaint ill. 
Mandate (see box) is the 
interface that brings ft all 
together. It's very powerful, 
though a bit bug-ridden The 
company never promoted the 
product, and so you take your 
chances in working with il But 
the resufts are worth ft! 

'So, we have all computer 
effort going on. What we do 
now is not allow the digitised 
image to be seen — so all that 
goes out to the switcher is the 



WHO IS THIS 
CRAZY MAN? 



lb* ■ 



Trained as a music ran. Dean had a 
number of 'hit 1 records in the 
Seventies. He got interested in 
using music with computers, 
which required learning about 
MIDI. From there it was a short 
step to buying an Amiga, and,., 
well, here's Qean to continue the 
story... 

1 first thought about getting a 
personal computer so that I could use it for musical effects, 
I would have gotten the Atari ST, but I frankly didn't like the 
feet of the keyboard. So qufte by accident I ended up with an 
Amiga 1000 — this was when they first came out Once I set 
ft up, everything changed. I was absolutely blown away by 
the graphic capabilities, 

"I got working with the system, doing music but also play- 
fng around with programming and gaming. My three-year- 
old wanted fun things to do, so I would devise little games 
on the Amiga, This got me thinking about the lack of 4 sflly' 
stuff for kids to play with on computers. I then wanted to do 
my own. Which matured into wanting to create interactive 
games that force the player to participate. 1 

Dean notes that seeing Very Vivid 's Mandate program a 
few years ago stuck in his mind. 'They never got the system 
officially out in the market, but a number of computer/per- 
formers picked up on it. The system was originally designed 
to Jet you interface with things like music onscreen — peak- 
ing my interest from the start. So when it came for me to 
integrate all that I wanted to do, Mandate was the way to go. h 



real time 'live 1 view of the player. 
Vet. internally, the computer is 
reacting to the digitised image. 
Now I take my script, which 
processes all the graphics and 
animation, and activate it. The 
results are what you've seen; a 
real-time, high quality video 
image of a person interfaced 
with computer graphics that 
read to their every move. Prelty 
neat, eh? 

Now think of the applications 
for business and broadcasting,' 
he notes. 'Presentations 
become amazing, teaching 
information in schools and 
libraries becomes interactive. 
Music videos can really stretch 
here, not to mention 
animated/live action 
programming. Pius television 
shows, like weather reports and 
cooking, can turn into great fun,' 

Dean admits that Eat a Bug 
was designed to be simple, to 
fill a market that hasn't been 
tapped for young people. 
'Another siiiy game I developed 
for fun is called Toxic Waste' 
adds Dean. 'Here you stand at 
the bottom of a lake, trying to 
catch ail the poison being 




dumped into the water. What 
J'm doing now is working on 
high-end entertainment 
applications, gearing towards 
creating environments which 
can be placed and played in 
video arcades. Imagine the fun 
for the ptayer when he sees 
himself inside a video game; 
moving around, jumping, doing 
things — you work up quite a 
sweat when you get physical. 
There are other aspects which 
weren't tapped for Bug, such as 
joining graphic objects with the 
player, so they can pick up 
things and use them. It's the 
physical contact between reality 
and video that I'm going to 
exploit Think of how amazing 
and realistic a karate game 
could be! And how fast the 
player will become bored with 
the "old' video game way of 
doing things. Don't believe me, 
go ahead and try Bug for 
yourself." 

Always eager for new 
adventure, we concur. Three 
games later, and with a bad 
back from dodging that bee's 
stinger, I can see how this kind 
of interactive entertainment 
spoils you. Dean says that he 
should have a system up and 
running in New York before the 
summer of 1990, And, without a 
doubt, TGM will be there, 



All Systems 



On a recent trip to 
System 3 HQ in London, 
TGM discovered a 
veritable Ferrari load of 
corking conversions 
ready for release soon 



t Men i> j Hi. 



■ Previously. 8-bit owners (have always 
had the Fast laugh when il came to System 
3 high street hils. But soon ST owners wHt 
be playing the grjplirtai delights at such 
Lost Ninjs 2 as well. 



■ Amiga action In System 3 s latesl 
conversion, Tinker.., a bit lale toMfle 
Indiana Janes lie in! 



■ Syslem 3 are releasing ions of hoi hits 
over Ihe nexl 12 months. No, il's true! The 
only mylh coming from System 3 ItiPs year 
will be Ihe long-awaited 1 G -bit conversion 
el Ihe incredibly successful Myth. 



■ The ST version ol Vendetta is slill in 
the early stages or development 
Although, as you can tell Irom this 
absolutely glorious screenshol. that its 
wet! on Ms way lo becoming one of Ihe 
besl 16-bil arcade adventures of the year. 
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ELITE'S SEGA TRIO 




Two years have passed, since 
Elite last licensed a coin-op 
— but now their hitting back 
with three Sega games all 
ripe for conversion. 



Last Battle is a stonking great 
platform game featuring four 
levels with around eight sub- 
levels in each. Leap and bound 
through the scenery, knocking 



off a bunch of very odd looking 
enemies, and come face to face 
with a megalithic adversary in 
the final confrontation. 
The two other licences are 
Sega's successful sporting 



titles, Wofid Championship 
Soccer and Tournament Golf, 
it's all-action in Soccer, which 
features large player sprites 
viewed from overhead. You can 
participate in either the World 
Championship or two test 
matches. 

Gotf is a calmer game and 
takes the player around courses 
in Japan. Britain and the States. 
All three conversions are a 
while off yet. Tournament Goff is 
planned for release at the end 
of October with World 
Championship Soccer and Lasf 
Battfe appearing in November 



SHOCK WAVE 



Arcade machines — don't they 
make you sick?! One minute 
you're hydraulicalEy thrown to the 
left, then to the right, and then 
you get flung into the air as the 




mechanics toss you skyward... 
AH the excitement of such 
machines is now being created 
on computer thanks (I) to Digital 
Magic Software and its new 
game Shock Wave. Weave and 
dive through oncoming 
landscapes desperately trying to 
dodge or destroy the hordes of 
alien scum swarming maniacally 
towards you! All achieved by 
combining tiling with a new 
digital rotate technique, Shock 
Wave is coming to your ST, 
Amiga and PC soon! 




FIN your trousers with earth 
cos it's time to escape from 
Cold Hz with Digital Magic's 
newle called, erm... Escape 
From Colditz. Take control of 
four allied prisoners of war, 



incarcerated in the notorious 
Castle Colditz, who are 
attempting to break out and 
reach the border or the 
French Resistance. The 
whole arcade adventure takes 
place on an isometric 3-D 
scrolling map which includes 
€€0 locations in Colditz and a 
huge exterior map. Licensed 
from the board game of the 
same name, Escape From 
Co Id Iti is appearing soon on 
the Commodore 64, Atari ST, 
Amiga and PC, 



ESCAPE FROM COLDITZ 






Flying carpets are on the 
horizon in Rainbow Arts' 
forthcoming mystical game 
Khalaan — an action 
adventure with a tale of intrigue 
and power. Four great Caliphs, 
rivals for many years, are 
united by the realisation of a 
prophecy — a dark intruder is 
threatening to possess the 



kingdom of Khalaan. Only by 
defeating him can one of the 
four call themselves the Great 
Caliph. The game features four 
different sequences, ranging 
from town trading to huge 
battles on the high seas, and is 
due out on the Amiga, ST and 
PC in June. 

A month after Khalaan, 




Rainbow Arts release Legend 
of Faerghaii, a whizzy 
roleplaying adventure. Enter a 
medieval world and use your 
warrior skills to defeat an army 
of elves, rampaging through 
your peaceful homeland of 
FaerghaiL However, the 
game s not all hack 'n' slash — 
the elves, once a jolly lot, are 
possessed by evil and you 
have to release the tormented 
souls of the elf civilisation. You 
also have to master three 
different languages in order to 
communicate with dwarves, 
magicians and animals. Not 
mentioning the 80 intelligent 
characters who not only attack 
but track and trap your group of 
followers. Discover more in 
July on ST and Amiga. 



ROTOX 



Rotox is a cyborg: a 22nd 
century computer-assisted 
fighting machine. Rotox is US 
Gold's big 1 6-bit game for June. 
Battle through ten levels, each 
with its own theme, and prepare 
to be 'amazed' (according to US 
Gdd) by the new game 
technique Rotoscape where 
your whole world rotates around 
you. 
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SEVEN TONS OF SPEED 





They nimble like 
thunder in the distance. 
The unmistakable sound 
of 3200 horsepower 
ripping apart a cairn sea. 



TAKE C0NTR0L0F ONE OF THE WORLD'S MOST POWERFUL RACING CRAFT. 



POWERBOAT USA; OFFSHORE 
SUPERBOAT RACING puts you 
at the helm of 4 nautical 
thoroughbreds as you 
compete on a circuit of 
realistic three-dimensional 
courses. A fast fleet of 
4 computer skippers sfands 
between you and the most 
prestigious title in ail of 



powerboat racing. Buckie 
your life vest\ it's going to be 
a bumpy ride. 

accoad* 

Accolade Europe ltd., Th» Lombard Business. Centre, 
SO Lombard Road, LONDON SWT I 3Su, 
Telephone 01-738-13*1. 



Release Dates 

IBM PC - April - £24.99 

Alari ST - April - £24.99 

CBM 64/128 Cassette - 

April £9,99 

CBM 64/128 Disk - 

April -£16,99 

Amiga - April - £24,99 

Screen -shaft from IBM and CBM ditfc 

went tarn. 



SHOOT 
TO 
KILL... 
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SCREENS AND SCREENS OF DEATH-DEALING 
DESTRUCTION AND MAYHEM! 



Earth is in deadly peril ! 
Deep in space — an area 
called Delta — alien 
forces are massed ready 
to attack. And you are the 
only one to stop them! 
Can you survive and 



destroy the endless 
waves of enemy fighters 
buried at you by the 
warships? 

Charge — and find out; 
but shoot to kill! 



k Mi 
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Spectrum and SAM 

lhalimus Limited 1 Saturn House, CiNeva Park, Aldermaston, Berkshire RG7 4QWTel 0734-817261 



TEAM YANKEE 




Empire have gained the rights to 
produce a strategy action game 
based on the best-selling war 
novel by Harold Coyle. Team 
Yankee is set during the first few 
days of World War 111 and 
follows the action of four tank 
units in six major tank battles. 

You start off by strategically 
deploying units on the 
battlefield, and then action is 
controlled and viewed in a 3-D 
vector graphic model of the 



battiefield. You can either see all 
four tank views onscreen at 
once or pick out one tank for a 
full-screen display. 

Team Yankee is being 
programmed by Oxford Digital 
Enterprises, who previously 
developed the computer 
adaptation of Torn Glance/ s 
The Hunt For Red October 
novel. They confess Team 
Yankee is not designed to be 
the definitive tank simulation but 



say they have been scrupulous 
to convey the action and 
urgency of real tank 
engagements. The game is set 



for release very soon on ST, 
Amiga and PC, with 8-bit 
versions due to follow later in 
the year. 




PROJECTYLE 

Americans are a funny lot! Take 
this forthcoming Electronic Arts 
game Projectyie. It's not from 
EA's HQ in the States, but 
actually developed and 
programmed here in the UK. 
Once it went under the tithe of 
Tnbah a perfectly good and 
amusingly apt name for a game 
which involves three teams 
(hence Tn) knocking about a 
bail (hence 'ba\'}. But the Yanks 
decided it would be far better to 
call it Projectyie. Anyhow, it's out 
now on the ST and Amiga. 

ITALY 1990 




INTERNATIONAL TENNIS 



Across the room, at this very 
moment readers, Chris and 
Jops r who together are 
Sensible Software, are 
snowing off the wonders of 
their latest creation 
International Tennis, due for 
release from Palace soon, it's 
The Saintl' comments Ian 
Chubb, TGM's layout layabout 
And well he might, for as the 
screenshot shows, the two 
tennis players are displayed 
using vector graphics, A 
strange choice for a tennis 
game? It's a lot easier than 
using sprites — the tennis 
court can be viewed from any 
perspective, absolutely any. 
There are infinite views of the 
court and so the players 
change perspective and angles 
in relation to the court. It would 
be impossible to create enough 



sprites. Besides, there are 69 
frames of animation,' 
You can play against a friend or 
the computer, with four skill 
revels to choose from: amateur, 
semi-professional, professional 



and ace. International Tennis 
takes you to 72 tournaments, 
each realistically created on 
clay, cement, grass and indoor 
carpet. Out in time for 
Wimbledon [the game features 
the BBC Wimbledon theme) on 
C64, Spectrum. Amstrsd, ST 
and Amiga. 




FUTURE BASKETBALL 



Here ft isf Italy 1 §90 — US 
Gold's entry into the foray of 
soccer titles coming soon. 



Basketball is a neat sport, isn't 
it? The skill needed to throw 
balls through nets Is amazing — 
we practice religiously here, 
Hewson press release in the bin 
and you score two points. Ho N 
ho. And by a spooky 
coincidence, Hewson are 



releasing a game based on said 
sport entitled Future Basketball, 
due for a June release on the 
ST and Amiga. Featuring a futi 
management system with six 
skill levels, a two-player mode, 
two leagues and three different 
court surfaces. 




IrllKKUrioUr 



buniil 




Duster, a futuristic game from 
Carrier Command team 
Realtime; Killing Cloud, an 
action adventure programmed 
by Vektor Grafix; Riders of 
Rohan, another Tolkien game 



from Aussies Beam Software; 
Cine ma ware's Wortd War I 
fighter pilot game Wings and 



TV Sports Baseball and 
Bafflemester, a PSS strategy 
game with arcade graphics. 



The eagerly-awaited Back to 
the Future If is set for release 
soon. Along with other 
Mirrorsoft wonders: Up and 
Away, a cutesy platform romp; 
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THALAMUS 



WIN A COSWORTH CAR PRINT! 
■ WIN GAMES AND T-SHIRTS! 



CAN YOU DIRECT ME TO THE 

NEAREST THALAMUS? 

The thalamus is a jolly important part of 
your body, Bet you didn't even know you 
had mm, didya? Well, you do now. lut do 
you know whore It is? Have a good feel 
around all your innermost tracks and 
crevices, fiddle with your extremities... 
(Snip! We interrupt this compo for a TGM 
warning: We recommend you do this in 
the privacy of your own home to avoid 
being slam mod up by the rozzers.) If 
you've found it you've got a good chance 
of winning heaps of goodies in this Spot 
The Thalamus compo! 



AND THE OTHER THALAMUS... 

The other thalamus is a swanky software 
house famed for its sizzling Commodore 
64 titles, such as Retrograde and 
Armalyte, and soon lo be even more 
famous for heaps of other titles like the 
Q8 Team Ford Ratfy Simulation. Tako your 
Ford Sierra Cos worth 4X4 turbo car 
rallying over three tough terrains at 
breathtaking speeds. Apart from all the 
other games previewed, Thalamus have 
just releasee 1 htindmll — Quedex USA on 
the Amiga and PC, and for Speccy blast 
fanatics there's Delta Charge!, a multi- 
level all-action shoot- em- up! 



OKAY, OKAY. SO HOW DO I WIN? 

See this picture of the human form with a 
grid overlay ed on it? You have fo spot the 
thalamus — simply tell us which grid 
square it's In. For the first-prize winner 
there's a slack of prizes — firstly, a large, 
framed print of the Ford Sierra Cos worth 
car as featured on this month s cover, plus 
a copy of the game and a stonking great 
Thalamus T-shirt. And for 20 nearly as- 
lucky runners-up there's a copy of the 08 
Team Ford BaUy Simulation and a T-shfrt 
each. 

Send your form to: NEWS FIELD, RALLY 
GOOD THALAMUS COMPO, TGM, LUDLOW. 
SHROPSHIRE SY8 1JW. Entries by June 15. 




NAME 

ADDRESS 



I THINK THE THALAMUS IS IN SQUARE 
COMPUTER OWNED., 



POSTCODE 
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RAVEN GAMES LONDON 




PC eng r, e (PAL) inc free qame heavy unil 
Pc engine (SCARTj inc Veo game 
Cd rom + interface 

Pc engine super graf x (PAL) inc free game 
Pc wigine super grafx (SCAHT) 



Sega megad/ive (PAL) 

Sega megadrive (PAL) inc game 

Sega megadrive (SCAHT) inc game 



Alan ryn* inc 
Gameb&y 

Gameboy deluxe inc tetris. 2 player lead, ear uJugs 
LATEST PC ENGINE GAMES. 



KiKiKaKa 
King of Casino 
Samuai Warrior 
Psycho Chaser 
Operation Wolf 
Splanerhouse 



C34.9S 

£-54 95 

£34.95 

£34,95 

T.B.A 

T.B.A 



LATEST MEGADRIVE GAMES. 



Air Diver 
Aftefbuiner II 
Assault SliII 
Phantasy Star ll 
Dj Boy 

Atomic Robo KiCf 



Formation Armed F 

Orop Rock (brwkoot game) 

Dodge Ball 

Power Drift 

Formation Soccer 

Batman 



Mew Zealand Story 
Final Blow Bcwng 
Darwin 4081 
Super Real Basketball 
Ghost Busters 



£34.95 

£37.95 

£34.95 

£59.95. 

T.B.A 

T.B.A. 



NEO GEO NOW IN STOCK. 



Prix 



£159.00 
£165.00 
£299.00 
£295.00 
£275.00 



£174.90 
£164.90 
E 164.90 



£179,00 
£69 95 
£114 95 



£34.95 

£34.95 

£34 95 

£34.^5 

T.Q.A. 

TB.A. 



£36.95 

£33.95 

£34 95 

£34.95 

T.B.A. 

T.B.A, 



Ring lor Jatest releases Gameboy Lynx Nintendo Pc 
Engine Msgadrive. 

llr pfZ Gam 4 b S y M *| adrive Jap™*** magazines available n* w . 
P*P Pc Engine Sega £5, Lynx £47 Gameboy £3 Games C1 per tm& 
Cheques and Po's/ SAE for full 
price list to 
Raven Games London, 66 Durham 




THLEGAMES 



STILL EUROPE'S LARGEST VIDEO GAME CENTRE 




(IN 




(Nintendo) 



PC SUPER 
GRAPHtX 
NOW IN 




LYNX 




r NINTENDO 
GAMEBOY 



7BO0 



NOW AVAILABLE 'WHAT VIDEO GAME* 2 HOUR VHS 
FILM SHOWING ALL POPULAR GAMES SYSTEMS 
-OVER 400 GAMES C14.&5 



SPECIAL OFFERS 

MEGADRIVE COMPLETE WITH FREE 
GAME, JOYSTICKS 
SC ART/ PAL VERSION E229J5 

SC ART VERSION £219.95 
PC ENGINE COMPLETE WITH 2 
GAMES, 2 JOYSTICKS 
PAL VERSION £219.65 
SCART VERSION E209.95 



PC ENGINE 2 PLAYER ADAPTOR £42.95 
WITH ANY PC GAME FREE 



NOTE: We only soil fully compatible, 1 year 



Send for lists (state make of game) 
IE LEG AMES, WIGSTON, LEICESTER, Lf8 1 TE (0533-050445) 
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HOW DO YOU 

***m tnink you are hot stuff Do you turn your dates 

when it comes to tongue sarnies?/.; * * . v m J the mwer now[| 
- 0898 664 303 VVf ^ .< ,.p H0NE . om m m ; 



o / o 



ON or OFF? <&\ 



s ft 



WHO IS YOUR IDEAL GIRL? :\ 
; Find out exa 
is your perfect 



6 f + 



4 • * A* 



*V'\\* PHONE - 0898 664 301 \ ^ 



feet partner!! V' .C^V^^Z?^ 



»&4 301 . i « , .'V~ 

; v l HOW TO TELL IF A 6IRL FANCIESYOUf ' v e N> 1 T^wC 

m 



We know you're just dying 
'% the answer to this one!! 
- 0898 664 




" 0 > 

1 A ''a 



*^ AO 



^ V ^ \ / *! *> AO A 

a ^ A Voicelirc product 
* alt other times) per minut 
London NW j 8NP, You must gee your parents permission before you dial. 

• -A « 




ton.' Calls cost 2Sp (cheap rate) and 3Bp (at 'TH"} U 3' . ft MtA SfUtT— I 



and 






produce. The game can be 
played as a text adventure 
of controlled via the WIMP 
system. However, anyone 
looking at Wonderland and 
expecting a fairy tale can 
think again. The game is 
'not twee r but 'more 
macabre 1 . Anita promises 
amazing puzzles' and, as 
the game portrays Alice's 
dream, no deaths. If you fail 
Alice simply awakes. 
Wonderland will be 
available in June for Amiga 
(three disks}, ST (four 
disks) and PC (five disks), 
Archimedes (three disks) 
and Apple Mac versions 
will follow later. The cover 
illustration (left) is by artist 
Derroot Power. 

PAUL RIG BY 
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The Middle East Political simulation 

IBM PC ■ COMING SOON - Amiga * Atari ST 

The MKklle fast Today is as un stable and dangen 
a s at any tirne si i ice the Crusades . The superpov. 
encourage Their 'fighting cocks' and try out nrwil 
gadgets in the best of conditions. It is the poten 
i.i.- idle of World War III CONFLICT puts you h 
world where military and economic forces comt 
to simulate the multiple pressures that a naiio 
leader la under m a modem nation stale. Yours 
to lorce the collapse of all four neighbor 
governments, A frightening and highly feahi 
wargame. 
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l-i UINTELR KILLER 
Ami pa ■ atpri ST 

Experience the reality of commanding an American 
WWII combat submarine in the South Pacific. 
Waster the controls of your vessel, then embark on 
a series of missions from 'search and destroy' 
snrties to detailed escort duties modelled on real 
WWI I campaigns . With eleven d ifferent subrnari nes , 
fourteen separate missions to attempt, at a range 
of difficulty levels as well as practise patrols lhat 
take place during the day or at night, HUNTER 
KILLER has a host of features that outclass any 
other submarine simulation. 
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OR17V\BLOOD 

Amiga * Atari ST 

Place yourself deep within the walls of Castle 
GrimbJood, here lurks a murderer who is preying 
on those who live by and keep the rituals. You as 
the young Earl. M axi mus . m ust u ncove r the terrible 
secret in order that he can unlock the chains of 
timeless obedience to the rituals of the castle and 
gam his freedom. If you fail you are certain to fall 
victim yourself tu the stalking assassins Knife.,, 
A gothic whodunnit, written by Mike Singleton, 
featuring digitised sound and graphics and 
promising a different game every load! 




BLITZ S 




~A$ thvdifik loaded, I felt drawn into different 
reality, an aiternativeworid where! assumed 
the identity of another" 
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SONIC BOOM - take to 
the skies in Activision's stunning 
conversion of Sega's airborne shoot- 
'em-up. 






RAILROAD TYCOON 

— make tracks Into the history hooks. 
Build the biggest railway network and 
impress your trainspotfer friends. 



AND AUTOMOBILES 



HIGHWAY PATROL 2 

brilliant 3-D cars V crooks game. 



— burn rubber in Infogrames* graphically 
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Die II: Rodney's Revenge 




So you think you're cool, huh? Okay, so 
you were pretty rad in the old days, 
you were one of the best skateboard- 
ers around. Your rail slides and aerial 
oflies on the half-pipe were second to none, 
and in downhill 'jam' races you were rarely 
beaten. Yeah, you were one mean dude on 
the old board. 

But that was more than two years ago. 
Times have changed. You may be older and 
wiser, but have you still got the skill, the 
split-second timing? And skateboarding 
ain't the thing anymore. It's still a popular 
and hip thing to do but it's not the big thing 
Its snow (and we're not talking dubious 
substances here). Snow and skis, snow- 
balls, and inner tubes (and no. I'm not lying 
about the last one). So, aid timer, do you 
think you can stand the heat — and the 
cold 7 Think you can cut the tee? 

If you don't think you're ready for compe- 
tition in (he five icy events, you can practise 
them as often as you wish before the real 
thing. Either way, you must visit the ski 
shop, owned by an aging punk called 
Rodney, You and up to five friends {if they 
can take the pace) can sign up for prac- 
tice/competition and view high scores 
before taking a brief stroll/ski around the Ul- 
lage Depending on which route you take, 
you'll go to the snowboard half-pipe, inner 
tube thrash, downhill blrtz, snowball blast or 
aero aerial event, or rf you're feeling ener- 
getic, all five (though, thankfully, not all at 
the same time). 

SNOWBOARD HALF-PIPE 

Just like a skateboard, but lacking the 
wheels, you use a snowboard to ski down a 
very long half-pipe — like a straight section 
of the Cresta run. Speed is increased by 
weaving in and out of the Yev zones' {the 
curved sides of the pipe) and stunts are 
made by holding down fire and pushing in 
one of the four main directions. Depending 
on speed and where the stunt was attempt- 





ELECTRONIC ARTS 




■ Rodney. Ihe tause at all your curses In Skate Or Die, has relumed lo haunl you and this lime he's liir-Mnetf, Here in 
fiis shop, llie cursor may be used lo provoke comments out dI Rodders — usually aboul his hair-do or ugly muQ. 



ed — on the tube floor, on the lip (edge) or 
on a mogul (mound of snow} — you can 
perform moves from simple jumps and 
back-bends to ones as fancy and diverse as 
3&f jumps, double backflips. and 540" aeri- 
als. 

Within the two- minute time limit, Rodney 
awards points for moves, giving bonuses for 
a diverse display of moves and being gen- 
erous if you keep repeating the same ones 
He also passes comment on your perfor- 
mance, often sarcastically. He's at his most 
acidic when you fall attempting a move or 
trip over a log. punk penguin or chainsaw 
bunny! 




INNERTUBE THRASH 

Here's where you meet Lester,, wild and 
nasty punk son of Rodney. Last summer, 
his reckless lifestyle led him to inflate a 
couple of truck innertubes he found at a 
garbage dump (sounds highly dubious to 
me). He and his equally whacky friend 
Aggro Eddie used them to race down a 
mountain side and 'friendly rivalry' meant 
that they'd resort to underhand tactics to be 
first past the makeshift finish line. 

If you're going to beat Lester, you'll have 
to play dirty, too. Objects litter the vertically- 
scrolling course; rf you pick up a dinner 
fork, lawn dart or Beaver Scout pocket 
knife, Lester's tube (or is that toob?) will 
deflate, the fork least efficient, knife the 
best. If Lester uses these handy imple- 
ments on you. or if you run over the 
mousetrap or beartrap hazards, collecting 
patches and pumps strengthens your tube 
— but they won't be much help if you fall 
down a crevass. Points are awarded for 
collecting objects, puncturing Lester's tube, 
gaining a good lead and of course, winning. 

ACRO AERIALS 

You've seen Franz KJammer perform Jong 
and spectacular jumps off the Swiss ski 
ramps (er, no we haven't, Woz. he was a 
racer, not a jumper — TGM Ski Expert),., 
you've seen Eddie 'the Eagle' fall through 
the air with rather less than the greatest of 
ease. Well those guys and everyone of skill 
levels somewhere between just don't know 
what fun is Aerial ramps are where it s at 
They flick you high into the air where you 
can perform flips and stunts before return- 



JUMP 




minium 
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mg safely to the ground, 

In this event, you generate speed by 
Thrashing the joystick like a madman, then 
in the air press directions to perform moves 
such as spread-eagle, daffy, moebius strip 
and Porky the Pig (okay, okay, I made the 
last one up). The jump completed, five 
judges award marks out of ten depending 
on the difficulty, variety and fluidity of your 
aerial performance — and whether you 
landed on your feet or some other part of 
your anatomy. 

DOWNHILL BLITZ 

This bears closest resemblance to an ordi- 
nary winter game and is also the most sim- 
ple of the events, but that doeso'E mean it's 
boring, tf anything, the Downhill Blitz is a 
dangerous, edge-of-the-seat sport. You 
simply have to ski to the bottom of the 
course in as short a time as possible, but 
the slim snowpaths often lead to deadends. 
Trees and crevasses line the route; stum- 
bling into/down them wastes precious time. 

Cliff areas en route give you the oppor- 
tunity to show off. If you're going fast 
enough, fire and the four main directions let 
you perform back-scratch. 360* helicopter, 
daffy and spread-eagle stunts. However, 
don't get too confident: if you fall over you 
miss out on a fat 1 000 point bonus. 

SNOWBALL BLAST 

And now for something completely differ- 
ent. Rodney's left you in charge of the tuck 
shop (well, tuck igloo, to be precise), full of 
Ihe type of gooey, teeth- rotting foods the 
local brats love to eat. But the greedy lit- 
tle, creatures want the sweets now, not 
after dinnef. so they've come to raid the 
igloo. 

Never fear! You're armed with snowballs 
and. using crosshairs to aim, can splat the 
brats before they reach you, Brats are 
worth between 25 and 100 points, depend- 
ing on their distance from you, but weirder 
creatures also deserve the cold shoulder — 
Bermuda bears, Most Abominable 
SnowThings and worst of ail, chainsaw 
bunnies revenge! 

Naturally, they're not going to peacefully 
let you do this and so throw their own 
snowballs, slowly transforming you into a 
living snowman, as shown by a graphic at 
the top of the screen. Objects occasionally 
appear, collected by snowball fire A star 
gives rapid-fire {for a limited per od only), a 
shovel cfears some snow from your body, 
and ammo's topped up with a mound of 
snowballs. 

I was a great fan of this game's prequel, 
Steffi or Die, also presented by roguish 
Rodney, and played rt constantly on my 
trusty C64 way back at the beginning of 



'8-9. Until now, I was unaware of any follow- 
up plans and I'm delighted at Ihe arrival of 
Ski Or Die for although graphics and com 
plexity of games have been improved upon 
enormously since then, good old payability 
is what counts. 

And play ability is what Ski Or Die has in 
plentiful supply, The five events vary in 
quality and enjoyability, and generally mir- 
ror the events of Skate. The Toobin- 
inspired Innertube Thrash is my least 
favourite — you haven't enough control 
over the tube, although against a human 
player this doesn't matter so much — and 
Op WWstyle Snowball Blast is hardly bril- 
liant, although my main complaint is that 
you get cramp if you play with the key- 
board. 

The average events (none are in any 
way bad) are compensated for by others: 
Snowboard Half-pipe is fantastic. It 
expands upon my favounte Skate event, 
freestyle half-pips, giving even more moves 
and adding dodge elements. Zigzagging 
down the pipe and performing aerial moves 
is truly exhiierating — it blows away the 
California Games half-pipe event (including 
the great Lynx version 

Yep. Rodney and his chums are back, in 
fine Star Playing fashion; Ski Or Die is a 
fun, original product you'd be a fool to miss 
out on. Go for your skis! 

Warren Lapworth 



Snow, Lots of It. Mounds of it. We're 
talking more than a few f takes here, 
guv. So the background graphics fea- 
ture a lot of white, with blue tastefully 
shading it, but also some cute fog 
cabins and crowds (tree plantations 
and crevasses are on the repetitive 
side), Sprites are small but perfectly 
formed and brilliantly animated, per- 
haps the best example being the 
Downhill Blitz. The skier is dropped 
onto the mountain peak from a great 
height, falls deep into the snow then 
drags himself out, tightening his 
boots and brushing himself down. 
Scrolling, where it occurs, is smooth 
and all sprites move at speed — even 
on a slow PC. Rob Hubbard has 
coaxed a commendable Heavy Metal 
guitar sound out of the PC and used 
it to produce some am u singly over- 
the-top music. All this, plus polished 
presentation and fast loading, makes 
for an exceptional PC product. 




minimi 



No kidding a -round 





Kid sighed. It was a wet Sunday after- 
noon, his least favourite lime of the 
week, and he was stuck indoors with 
his great uncle Indiana Stallone. It 
wasn't that he disliked his uncle, in fact he 
was a rather nice, kindly old fellow. But 
what a liar! He'd waffle on endlessly about 
his "adventures' (childhood fantasies, more 
like) at the slightest provocation. 
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■ He's t, h, o 4 p, p, i r n. g. he's shopping icapimn 
courtesy of the Pel Shop Boys! — Kid considers haw to 
spend his dosh but prefers the posh taM in the pur pie 
velval dress to iha spells and weapons 

He claimed he'd been all around the world 
— Brazil, Egypt, Australia, China, India — 
seen all the sights, witnessed strange hap- 
penings, and been involved in many of 
them. It was really quite embarrassing the 
way he'd weave these absurd tales in front 
of anyone who'd listen {or pretend Lo lis- 
ten). During his working days, he'd been a 
mere second-rate fishmonger, so it was 
obvious he was lying and/or was 
mad/senile. He even claimed he'd recently 
visited far off places, when he r d only been 
gone for a few hours. 

One day, Kid. being an inquisitive little 
chap (ie nosy sod), looked through the 
momentos cluttering his uncle's study. In a 
gym bag, he found a shirt, shorts and some 
battered red boxing gloves. He put on the 
gloves... and they began to glow! Woo! As 
he tried to take them off, he was dazzled by 
a white flash, and when his vision cleared 
he found himself in the middle of a prehis- 
toric forest! Blimey I His uncle hadn 't been 
telling porkies, it was true after all. 

But that's little comfort to Kid. He's stuck 
in a hostile land with no idea of how to con- 
trol the gloves' time and space travelling 
capabilities. He has a catapult that fires 



WEAPONS 

DEATHCOIN The weapon Kid begins 

with. He can fire two bouncing 

golden coins at once. 

FLAMES Fire in a straight line (ho 

ho), marginally more powerful than 

Deathcoins. 

Deathstar The massive space station 
from Star Wars. Also a Kid weapon 
which acts like a Deathcoin hut is 
much more powerful. 
Megaiaser Takes little imagination to 
work out what this is like. 



MILLENIUM 



bouncing coins that can destroy any hos- 
tiles he encounters as he navigates 
screens of platforms and ladders, trans- 
ported to a new timezone after every tenth 
screen. Travel is complicated by falling 
blocks, crumbling ledges and barriers 
impassable without a key, while other fea- 
tures disappear after several seconds. 

Fruit and ice cream can be collected for 
bonus points and an extra lite is awarded 
when four special tokens have been col- 
lected, but most useful are cash bags and 
dollar signs. In addition to ordinary things 
like smart bombs, keys and lives, money 
can be spent in the occasional shops to 
buy weapons and magic spells {see 
boxes). 

Kid also has the uncanny ability to travel 
back in time! (Gasp!) Yes, it's a relatively 
simple matter for him to go back to where 
he was three screens ago. Amazing. 

It seems that software houses are going 
for a trip down memory lane, lately, and in 
fine fashion. Last month, Gremlin's 
Impossimole (reviewed on 1 6-bit this issue) 
reintroduced us to the traditional platform 



GAME KID GLOVES 
PRODUCER MILLENIUM 
VERSIONS^^^^^^ 

AMIGA £24.99 
ATARI ST £24.99 



AMIGA 



Graphics are a little short on colour 
hut what's there are suitably bright. 
Background shading is poor, but 
although some sprites are scruffy 
others are of a higher, amusing 
quality. Title music is light and 
suitably child-lllte (that's not an 
insult!) and sound effects are a good 
collection of clear samples. 




■ Lillle Kid Gloves is forced lo eat his words (ie My 
uncle's a senile old sod who doesn't know his Zimmer 
Ira me from his etbow) when he arrives In the jungle 

game — no flashy ideas or fancy graphics, 
just good gameplay. Kid Gloves strips the 
main gameplay down even further, to the 
point of tackling one screenful at a time, but 
then expands it with the purchase and use 
of extra weapons. Shops have been used 
in platform games before but usually those 
with arcade adventure overtones; in Ktd 
Gloves, the screens become so complicat- 
ed that these extra capabilities become 
very necessary. 

Kid Glov&s may not be one of the largest 
platform games around but it r s one of the 
most amusing. Go a few rounds with it. 

Warren Lap worth 



SPELLS 



SESAME Them little seed 
thing ies you get on top of burger 
buns. Also a spell which opens 
up all areas of the current screen. 
SAFETY Any dangerous floor 
areas become safe. 
TIMBER Certain moving 
obstacles will fall to the floor, 
YUM YUM Anything flashing will 
turn into an orange] 
SLOW MOTION Anything flashing 
will be slowed down for a few 
seconds. 

FREEZE Anything flashing will 
stop for a few seconds, 
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side you're on, Yep, the poor old struggling 
Hans (what's left of J em}. You can choose 
between four different muscular yellow 
men, all with names which sound like 
ancient China nosh: Shang Fei J Lui Bei, 
Kuan Yu and Shao Yun. Whoever you 
decide upon, the character is soon likely to 
be as equally dead because you've volun- 
teered to tackle the entire Kai army aFI by 
yourself. You must be barking mad! Three 
bamboo shoots short of a stir-fry. 



The Carringtons 90 on a slow boat to China... 
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DYNASTY WARS 
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f eah. this is what we want! Alexis bar- 
ing her claws as Crystal tries to knock 
her to the ground with her shoulder 
pads! Creaky old Blake tries to choke 
Alexis with his wig but slips in Dex's slime 
trail! What an amazing concept tor a game 
US Gold are packed full of great ideas. 
Okay, okay, so it s a naff and blatantly 
obvious gag, but somebody had to do ft. In 
actual fact. Dynasty Wars is a coin-op con- 
version set in ancient warring China — 184 
AD, to he precise — and focuses on a 
blood feud between two families. The Han 
clan (sounds like an Indian restaurant to 
me) are the good guys, who like nothing 
better than helping old ladies across the 
road and getting stones out of horses" 
hooves. Except, perhaps, hacking the 
heads off members of the Kai household. 
The Kai are Ihe bad guys, who like kicking 
dogs, putting snakes in toilet bowls and 
pouring salt on slugs. Unfortunately, it's 
these mean sons of bitches who, after 
weeks of bloody struggle, have the upper 
hand. 

In Dynasty Wars, you become a warrior 
in this on-going battle. And guess which 



To your mild advantage, each character has 
four styles of weapon {sword or lance, 
depending on the character) to take on the 
suicide mission. Better still, you're aided by 
a four- legged friend, a sturdy steed called 
Stanley. 

Astride the horse, you run through hori- 
zontally scrolling levels hacking your way 
through foot soldiers with your R-Type style 
weapon — the longer you hold down the 
fire button, the stronger the blow wiil be 
(indicated by a growing power bar}. The 
amount of effort you're putting into a blow is 
shown by the expression on your charac- 
ter's face — there's a portrait toward the 
bottom of the screen, which shows when 
your energy is being lost by a suitably 
pained expression. 

You're most likely to show pain at the end 
of each level, where you must slay a Kai 
general, also on horseback. He. too, has 
energy to be worn down, but thankfully isn't 
as resilient as you. 

I must confess to never having played 
this in the arcades (to com a favourite 
reviewers' phrase) but judging from this 
conversion I'm sure it's a jolly jaunt. Ancient 




ATARI ST 
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The game opens well, with some 
neatly defined landscape scenes and 
great Han warrior pictures. Though 
on a smeller scale, in-game graphics 
are also packed with detail compact 
soldiers milling around the realistic 
looking player. (It doesn't move real- 
istically, mind you; it looks like it's 
having a seizure.) Backgrounds are 
reasonable but a c rollings on the 
slow side and music's composed 
from crude sounds. The manic face- 
pulling of the Han soldier portraits 
are fun. though, as is the cartoon 
Brian Blessed on the Game Over 
screen 




■ Shana Fei surprise — our hero gals more lhao lie bargained for when fte wnluntears to be Ihe Han clan's one-man 
army, hoards dI footsolddera. armed whit swords and Naming arrows, seething for his Mood, as seen here in level two 



China is a setting that didn't appeal to me 
at first (the reverse, if anything) but I'm 
pleased to be proved wrong. 

It's all very straightforward: kill waves of 
minor enemies, avoid their missiles, 
destroy the strong end-of-level guardian — 
just like most shoot-em-ups, really. But gal- 
loping through ancient oriental settings 
(rather than efiched futuristic ones), weav- 
ing between footsoldiers and cleaving their 
skulls with a well-aimed sword swipe, or 
piercing their chests with a lance, is bril- 
liant, violent fun and brings out the aggres- 
sive side in people. Playing a simultaneous 
two-player game increases the mayhem, 
and develops a separate competition — 
who can maim the most Kail 

High playability, novel scenario and neal 
graphics, Dynasty Wars is just the thing to 
go with your saki and prawn crackers. 

Warren Lapworlh 
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Chopping goad fun 





■fc esptte the title, you are not limited to 
I America's newest helicopter; in all 
I there are four choppers available. 
WW Starting at 2nd lieutenant in the USAF 
it is your aim to become the highest 
ranked pilot in the Force. This is achieved 
through completing a series of challenging 
missions with which come numerous deco- 



rations and recognition. 

The helicopters available are the 
McDonnell Douglas AH-64A Apache, the 
Sikorsky UH-60A Blackhawk, the 
Bell/Boeing V-22 Osprey and the epony- 
mous LHX (Light Helicopter experimental). 
The different choppers have their own 
strengths and weaknesses, making some 




■ Libya is one of Ihree areas you must palrol In LHX Attach Chopper. As wilt) The other two yoj musl crush terrorist activities In one ol the lour helicopters availaols. Tncunh 
watch the Difficulty level, the enemy don't use blanks. 



McDonnell Douglas AH -64 A Apache 
Anti-Armour Attack Helicopter 

Crew 2 

Main Rotor Diameter 14.6m 

Tail Rotor Diameter , i 2.79m 

Length (exct rotor) 14 7m 

Height (exd rotor)... 5.5m 

Weight 6500kg 

Max Speed 228 

mph Range 689km 

Ceiling 8000ft 

Armament M230 30mm automatic nose 
cannon , and any combination of Heltfire 
anti-tank missiles, Stinger and 
Sidewinder air-to-air missiles, TOW anti- 
tank missiles and FFAR rockets. 



Sikorsky UH-6QA Black Hawk 
Mutti-role Utility Transport Helicopter 

Crew „.„3 

Main Rotor Diameter 16,4m 

Tail Rotor Diameter 3.35m 

Length (exd rotors}.... 19,8m 

Height (exd rotors) 5.1m 

Weight 7375kg 

Max Speed 185 mph 

Range 373 km 

Ceiling 6000ft 

Armament 7.62mm automatic nose 
cannon, and a combination of TOW 
missiles, FFAR rockets. Sidewinders 
and an M60 7,62mm five-barrel 
automatic cannon. 



LHX [Light Helicopter Experimental) 
Scout/Attack (SCAT) Helicopter 

Crew 1 

Main Rotor Diameter ...11 5m 

Tail Rotor Diameter 

None, ducted fan technology 

Length (incl rotor) 15.23m 

Height... 3.77m 

Weight 3550kg 

Max Speed 206mph 

Range , .....1425km 

Ceiling 9000ft 

Armament 20mm nose- mounted 
cannon, a combination of Stinger. 
Sidewinders, Hellfires, TOWs and 
FFARs. 
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GAME LHX ATTACK CHOPPER 
PRODUCER ELECTRONIC 
ARTS 

VERSIONS "■■^"■i" 
PC £39.99 




more suitable for missions than others 
(gunships arent much use for rescue mis- 
sions}. 

Each chopper can be loaded up with a 
range of weapons. A nose-mounted can- 
non is standard, with possible additions of 
Sidewinder or Stinger air-to-air missiles, 
Hellfire and TOW {tube launched, optically 
tracked, wire guided) anti-tank missiles, 
and FFARs (folding fin aerial rochets) 
depending on the size of your chosen 
copter's weapons rack and the type of mis- 
sion you wish to attempt 

Your missions predominantly involve 
rescuing hostages from terrorists operating 
in three of the world's top trouble spots: 
Libya, Germany and Vietnam. AJso, as well 
as the area's own characteristics, there are 
five difficulty levels. One day you may be 
rescuing prisoners of war or injured troops 
and the next you could be escorting B-2 
bombers or blowing up SAM sites. It's all 



Despite the ease of entry, the game is 
still very difficult to play (some 
would say this was a fair reflection of 
my skill at playing aims, though). 
Even in EGA mode the graphics are 
very detailed, with a good use of 
shading on the fast moving, filled 
polygons. At £40 this game, like all 
PC products, is not cheap. However, 
compared with similar products, 
LHX does represent very good value 
for money. 




Bell. Boeing V-22 Osprey 
Multi-mission VTOL Aircraft 

Crew 2 plus 1 2-24 passengers 

Main Rotor Diameter 11.5m 

Tail Rotor Diameter 

None, tilt rotor technology 

Length (excl nose gun) 17.5m 

Height (excl rotors) 6.15m 

Weight,. ,.21,50Okg 

Max Speed 403 mph 

Range 3891km 

Ceiling 2000ft 

Afmament GE-GAU-12/U25mm five- 
barrel nose mounted gun, a 
combination of Heilfires, TOWs, FFARs, 
Sidewinders, Stingers or additions] GE 
GAU-12U25mm five-barrel guns. 




challenging action no matter which mission 
you choose 

The game is bundled with the obligatory 
tome, this time encompassing 120 text- 
and diagram -packed pages, detailing all 
the aspects (technical and gameplay) of 
the product, In fact it's so comprehensive 
that even an amateur like myself could 
pick it up in a few minutes and still enjoy 
the deeper' aspects of simulation. 

Mark Caswell 
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Dive, dive, dive 

688 ATTACK 





nether your aspirations are to Troy 
Tempest (in Stingray) or Sean 
Cannery (in The Hunt for Red 
October), Electronic Arts have a posi- 
tion for you on their 6S8 Attack Sub. 

Once you've chosen which vessel you 
wish to captain — either the American Los 
Angeles or Soviet Alfa Class — vou must 
chose a mission. There are ten in all: 
Torpex 89 and Shake 'Em — both training 



SUBMARINE 
CLASSIFICATION 

The US Navy classify subs in two 
way a: by the role the submarine is 
designed to fulfill, and their propul- 
sion system. 

Traditionally a sub's primary func- 
tion Is to hunt and attack enemy sur- 
face vessels, but technological inno- 
vations have created new roles for 
them. Now they can hunt and attack 
enemy submarines, land-based tar- 
gets and shipping, 

Submarines are usually propelled 
by conventional techniques (such as 
electric motors) or nuclear power. 
Subsequently, there are the following 
groups of classification: SS (conven- 
tional attack sub), SSN (nuclear- pow- 
ered attack sub), SSB {conventional 
ballistic missile sub), SSBN (nuclear- 
powered ballistic missile sub), SSG 
(conventional guided -missile sub) 
and SSGN (nuel ear-powered guided- 
missile sub). 

So, if anybody asks, you know all 
about submarine classes. Next 
month, TGM tells you all about phi- 
iatefy — yawn. 



runs for novices — Sub Ops, Mumar 
Cadaver, Escape, Goulash, Cat Walk, 
Surprise Party, Home Coming, and Hit and 
Run. 

The skill of the game is generally to hit 
first and ask questions later, and to this end 
each mission arms your sub with an array 
of torpedoes and missiles. It's aJso a good 
idea to use stealth tactics when trying to get 
beyond enemy lines. Missions can involve 
anything from knocking out enemy bases to 
outrunning pursuing submarines. Whatever 
your skill, there's something that's right for 
your talent 

Before you start, it's advisable to famil- 
iarise yourself with the different stations and 
their functions: radio, damage control navi- 
gation, sonar (allows you to identify enemy 
craft) and weapons control. 

On termination of your mission — 
through either blowing up or completion — 
the Admiral of the fleet gives his appraisal 
of your efforts, and he doesn't pull any 
punches. 



ELECTRONIC ARTS 



GAME 688 ATTACK SUB 
PRODUCER ELECTRONIC 
ARTS 

VERSIONS 

AMIGA £24.99 
IBM PC £29.99 



AMIGA 
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Nice, easily accessible main screens, 
along with digitised faces of the crew 
as they make reports. Sound is also 
pleasing with some atmospheric 
effects adding to the action. Highly 
recommended. 
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PILOT 



HEADING FOR PERISCOPE DEPTH CAPTAIN 



0J:c_c.:3dX 0ES7:0G i' 00:04:34 



■ Welcome let 1lie conning tower. It Is hare lhal vou, as Captain, take cDnlrn! of the various liineiions. Tnass Include 
navigation, weapon? sysiems, damage sustained and 1 tie alt important periscope view. To enter each section place 
the cursor over lite reJevant Icon and press Ihe bullon. Easy eh?. 

Airplane Sims have always been around, 
but sub sims are rare — and always sur- 
prisingly popular. 668 Attack Sub is an 
excellent way to acquaint yourself with the 
claustrophobic atmosphere of underwater 
warfare. True, some of the stealth missions 
are really oniy for strategy buffs (tney're so 
longwinded), but the hunt and destroy mis- 
sions, with often several enemy craft after 
you. are nail-biting stuff. 

Mark Caswell 
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its short life cycle it can 
multiply at an alarming rate, 
flowering in every month of 
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NEXT WEEK Nasa 
launches perhaps 
the most sophisti 
cated instrument 
ever sent into 
space The Hubble Space Tele- 
scope — named after an Ameri- 
can pioneer of cosmology — 
promises to revolutionise as- 
tronomy and our perception of 
the universe. High above the 
distorting influence of our at- 
mosphere, Hubble's 94-inch eye 
will have the clearest picture of 
the universe we have had. 

In purely numerical terms, 
the telescope will increase the 
volume of the known universe 
by a factor of 100, Astronomers 
are expecting a corresponding 
quantum le^p in their 
understanding. 

The idea for a telescope in 
space was first mooted in the 
1920s. Our view of the universe 
from Earth's surface is- ham- 
pered by the atmosphere: it acts 
as a blanket which niters out 
the full range of radiation emit- 
ted by objects in space. Onh 
certain wavelengths, specifi- 
cally, vtsable light, part of the 
infra-red and some radio fre- 
quencies, can get through. 

"In a sense all the images we 
have had up until now are 
'dirty" ones/' says Professor 
Malcolm Longair. director of 
Edinburgh s Royal Observa 
tory. "Atmospheric turbulence 
also causes problems. Even 
gravity leads to distortions of 
telescope optics." 

During the early years of the 
Space Age, unexplored regions 
of the spectrum were eagerly 
investigated with satellites. Op- 
tical astronomers — having the 
advantage of being able to do 
research from the ground — 
decided that if they were going 
lo have a telescope it should be 
a biggie, a 3-metre mirror oper- 
ated by astronauts. Throughout 
»he 1970s, Nasa lobbied hard for 
this 'Large Space Telescope", 
using all it had at its command. 



tion/' adds Peter Jakobsen. 

Astronomers who have built 
the scientific instruments have 
"guaranteed" access to the tele- 
scope for 200 hours. Jakobsen 
himself is interested in primor- 
dial clouds of gas created when 
the universe was a tenth of its 
present age. "We do not know 
whether they are still around 
today, or whether they evapo- 
rated or coalesced Into galaxies. 

"We really don't know what's 
out there/' Peter Jakobsen 
says. "The best discoveries are 
the ones we don't know any- 
thing about, The same philoso- 
phy is echoed by the project's 
decade, adding a bill of $7 mil 
lion per month while it was 
kept in storage. During con- 
gressional hearings to secure 
additional funds, administrator 
James Beggs tried to impress 
the political keepers of the 
purse by claiming the Hubble 
telescope was the eighth won- 
der of the world. "It ought to be 
at that price," a Congressman 
was heard to retort. 

Such delays and spiralling 
costs led to criticisms that it is 
an idea behind its time. The 
wasn't" The Faint Object Cam- 
era will be used to assess the 
mass distribution in galaxies, 
so that theor ists can try to pin- 
point where this mass might be, 
"We'll have a far harder look at 
the Milky Way, so we may find 
out what causes star forma- 
tion," adds Peter Jakobsen, 

Astronomers who have built 
the scientific instruments have 
"guaranteed" access to the tele- 
scope for 200 hours. Jakobsen 
himself is interested in primor- 
dial clouds of gas created when 
the universe was a tenth of its 
present age. 'We do not know 
whether they are still around 
today, or whether they evapo- 
rated or coalesced into galaxies 

"We really don't know what's 
out there," Peter Jakobsen 
says. "The best discoveries are 
the ones we don't know any- 
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photon-counting techniqu 
veloped by Alec Bok sen berg, 
now director of the Royal 
Greenwich Observatory. Th 
FOC extends Hubble's visic 
well into the ultraviolet, ra 
tion which is normally ab- 
sorbed by astmospheric oxyg! 
and ozone. 

"Generally speaking, ultra- 
violet radiation is emitted by 
hotter objects," says Malcom 
Longair. "There's an awful lot 
we can learn about the uni- 
verse at ultraviolet wave- 
lengths." Indeed, astronomers 
class this part of the spectrum 
as the "FM band" because of 
known objects, scientists will 
have a clearer picture of their 
temperature, physical and 
chemical properties. 

Hubbie s technological supe- 
riority is a constant refrain in 
Nasa's publicity effort, the ulti- 
mate expression of hyperbolic 
gee-whizzery. Its main reflect- 
ing mirror is so optically per- 
fect that if it were scaled up to 
the size of Australia its mirror 
would have deformations no 
larger than an ant. Its pointing 
ability is equivalent to throw- 
scope. "They're the sort you'll 
find in any Earth -based obser- 
vatory/' says Malcolm Longair 
"You might call them an as- 
tronomer's tool box." 

The European Space Agency 
provided the "Faint Object 
Camera" (FOC) which uses 
photon-counting techniques de 
veloped by Alec Bok sen berg, 
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Hubble was alwa; 
ered a long-term p 
neers are already te>n 
second set of solar ar 
violet radiation is en l'I *1 
hotter objects,"' says Maid! 
Longair. "There's an jv.-jW 
we can learn about the 
verse at ultraviolet wave- JB 
lengths." Indeed, astronomftfF 
rlass This part of the spectrum 
as the "FM hand" because of 
the detailed information the 
radiation carries about objects. 

The strongest spectral lines 
of the most common elements 
in the universe, are chemical 
fingerprints characteristic of 
each element's unique way of 
ESA's Hubble co ordinator. 

Europe has a 15 per cent 
stake in the project so that Brit 
ish astronomers are exten- 
sively involved in the project. 
Another UK connection con- 
cerns the all -important power 
supply for the 114on telescope. 
British Aerospace have built 
the large solar arrays which 
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GRAVITY 



Although by the 24th century, with inter- 
stellar travel conquered, the universe 
will be our oyster, the human race — 
also known as Terrans — still won't be 
free to wander and rest wherever it may 
want to lay its hat But rt won't be people 
who'll be the problem. It will be the mysteri- 
ous Outies. 

In Gravity, the alien Outies are going 
about their favourite pastime of absorbing 
energy, Their particular favourite form of 
energy is that generated by black holes. 
These cosmic waste disposal units are 
pretty rare so ihe Outies have been making 
their own. By transforming Earth colony 
worlds into them. 

You have 16 Scoutcraft at your disposal. 
Your biggest aim; to destroy the Outie fleet 
with both conventional weapons and trans- 
forming black holes into suns. However, 
you also have (he options of exploration, 
terraform (make a world habitable for 
humans), route construction (to allow parts 
of the galaxy to be easily reached) and 
colony protection missions. 

The game is played using keys, with the 
mouse accessing various menus. At the 
top of the screen are short and long range 
radars and a status panel, which shows 
time, date, location and battle data. At the 
bottom are a row of eight icons, From left to 
nght: 

Drives Five types of short range drive 



IMAG E WORKS 

systems — Bussard Ramjet, Orion, Gravitic 
Warper. Ion and Lightsail plus collapsar 
jumps for long range travel, 

Defence Four drone craft are at your dis- 
posal and can be programmed to do vari- 
ous tasks using the 14 different Combat 
Orientated Language (COL) commands, 

The Grid Officially calfed Einstein- 
Minkowski Four-Space, The Grid usually 
occupies the majority of screen and shows 
the Scoutcraft with nearby planets and 
vehicles on a 3-D gravitational grid (of 
course). It can be wireframe or filled with 
the colour of the wires or rectangles, vary- 
ing from grean to magenta depending upon 
the type of celestial body it's nearest. 

Damage Control A rotating 3-D model 
of the Scoutcraft under control highlights 
any damaged system with flashing, Any 
non-self-repairing system must be replaced 
at a colony. 

Weapons Energy weapons are lasers, 
Nova gun (creates a black hofe) and 
Meson cannon. There are eight types of 
missile, two each for the warhead, drives, 
guidance and detonator types 

Hoiotank (aha The Cube) A 3-D map of 
space which can be tilted and zoomed in 
upon. Star systems" colour shows who con- 
trols it, 

Radar Simply selects which of the radar 
displays in the upper screen section is 
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GAME GRAVITY 
PRODUCER IMAGEWQRKS 
VERSIONS^— 

AMIGA £24.99 
ATARI ST £24,99 
PC £24.99 



AMIGA 



An unusual, semi-horrific but attrae 
lively drawn title screen feeds to a 
plain-looking game, Sprites are 
pleasingly metallic but Icons, border 
graphics and so on are rather drab. 
The 3-D grid looks good when tilled 
but moves quite slowly and jerkily. 
The few sounds are disappointing. 



active. 

Toots Contains highly specialised equip- 
ment. A Colony module, if launched at a 
planet will create a world ready for humans 
to occupy, A Cygnus turns a sun into a 
black hofe, and a Remote Engineering 
Device evaporates a black hole, Genesis 
terraforms a hostile world into a habitable 
one. 

The ship s computer is accessed by 
clicking on one of the two keyboard icons 
at either side of the screen and reveals four 
more icons. Disk allows your progress in a 
mission to be saved and loaded and 
Program is where Drone COL programs 
are assembled. In Comma, orders to 
Scoutcraft can be viewed or discarded and 
the current can be refuelled and restocked 
— if you can afford the new equipment, 

The Options icon reveals four more 
icons. New Game restarts, Abort restarts 
with all settings reset to default and 
Bindings allows keys to be customised. 
StarCom lets you alter the difficulty level 
by setting the ratio of how many orders you 
make to those made automatically. 

Games on a grand scale, particularly 
those with a sci-fi scenario, have always 
strived to reach a universal one. Gravity 
doesn't quite make it but is convincing to 
the size of a small section of galaxy, 128 
solar systems per game, selected randomly 
from a selection of 65536, is a considerable 
area to explore in one game — lucky for us 
there's a save option. 

It's tough, too, and it isn't just because of 
the size. 1 3 types of Outie craft of varying 
capabilities make a nuisance of them- 
selves, doing all sorts of damage to 
Scoutcraft — and damage that can be diffi- 
cult to repair. Getting any significant 
amount of cash together takes time and 
skill, although Gravity is kind enough to 
award money for damage taken as well as 
damage inflicted! 

There's plenty of strategy to go with the 
arcade action — a bias toward rt. in fact, 
unless you let StarCom take a lot of the 
decision-making. Of the many different 
options at hand, the drones' COL is the 
best; programming has been done within 
games before but COL is particularly versa 
tile, 

Gravity is an exceHent game of space 
war and black holes that most should 
check out and strategists must. 

Warren Lap worth 
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■I he car chase: a tried and tested part 
1 of many, many, many movies and TV 
I programmes, usually those involving 
I cops and robbers. Without them, 
they'd all be at least five minutes shorter. 
The Blues Brothers would be almost as 
funny but less spectacular. Bond fifms 
would be short of a few gadgets, and 
Smokey and the Bandit, The Cannonbaft 
Run et al would hardly exist, 

In Highway Patrol 2 you are one of the 
lead characters in such a movie. A rookie 
cop eager for action, you're ready to leap 
into the nearest available souped- up police 
car at the slightest provocation, burning 
rubber and making ear-piercing screeching 
noises (sometimes even with the car's 
tyres) , in hot, or at least luke warm pursuit 
of them nasty villains. 

But not any old villain. Before you hit the 
road (Jack), you select a file from a cabinet 
in a shadowy office. Each criminal has an 
associated reward: 2000 , 5000 or 10000 
dollars (two criminals for each reward 
price), and if caught will gain you valuable 
promotion points. {Does this mean you 
make your way up the ranks by bribing 
senior officers with the reward money?!) 

But Where's Harry Secombe? 



films? Certainly for the first few games 
you'll spend a lot of lime off the road, 
scrambling in the dust and bumping into 
indestructible cacti. 

My only real complaint as the lack of vari- 
ety, stuck with a desert view and only 
plants and signs as obstacles whichever 
criminal you decide to pursue. 

Warren Lap wort h 



GAME HIGHWAY PATROL 2 

PRODUCER 

MICROIDS/INFOGRAMES 

VERSlONSBi^HMHMMi 

AMIGA £24.99 
ATARI ST £24.99 
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■ This is your seedy office, s dingy den Typical of tough 
macha cops and Filled witli all it's trappings: cigarettes. 
Seated and 34) wt El lamp. Mare importantly, your crime 
Die. which holds reports on two criminals for each ol Itie 
three nonjury prices 



A sports car skids around to a halt in 
the title sequence before roaring off 
again to a strangely sedate, pleasant 
tune. In the game itself, horizon 
graphics are rather boring but 
perspective is good, moving with 
reasonable speed and smoothness. 
Other cars are very well defined but 
move Jerkily. Bar the amusing siren, 
the few sound effects are unoriginal. 
Probably the best game of its genre ■ 



HIGHWAY PATROL 2 



MICROID5/1NFOGRAME5 



Dashboard at the bottom of the screen 
showing speed and RPM, notably clean 
hands gripping the wheel, you begin at the 
bottom of a T-junction. To help in your pur- 
suit of the villain, your high-tech car has a 
computerised display built into the roof 
Not just to pose with and give you a crick 
in the neck, this display gives useful infor- 
mation on your location and direction, your 
target and the nearest gas station — it's 
possible to run out of fuel. It gives coordi- 
nates to pinpoint the locations, used on a 
map included in the packaging {and used 
as copy protection). 

When you find your quarry, no doubt 
after hitting at least a few robust cacti and 
road signs and annoying people with your 
siren, you have three courses of action. 
One, accelerate ahead of him then cut into 
his path and brake, forcing him to stop; 
two r get out your gun — a cursor appears 
on the windshield to aim it — and blast the 
sucker; three, force him to stop then shoot 
the b- bad person. It doesn't pay to be too 
trigger-happy, however, or too reckless at 
the wheel, as shooting or crashing into 
innocent vehicles costs promotion points. 

Pursuit car games have, of course, been 
done before; taking it to the most simple 
level, racing games come into that catego- 
ry because you're usually trying to catch 
up with the race leader. But more specifi- 
cally, cop and crook games are fairly 
recent and spread from the arcades, the 
humourous APB and, of course, the infa- 
mous Chase HQ. 

Highway Patrol 2 adds its own viewpoint 
to cops' adventures, rejecting APBs sim- 
ple plan view and Chase HQ's, traditional 
racing viewpoint in favour of Hard Drivin'- 
style first-person 3-0, a choice which pays 
off. Looking through the windscreen is a 
more natural, real way to be chasing 
someone, but that doesn't mean it's as 
easy as the actors make it look on TV and 
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Third time lucky for Dan 

DAN 

THE ESCAPE 




VIRGIN GAMES 




fs been 40 years since Dan Dare first 
appeared in the Eagle comic, and since 
then he's spawned three games — the 
same as Batman! Yet, surprisingly, Dan 
and the Mekon have never appeared on the 
silver screen. 

The story starts on a satellite orbiting 
Venus, wrth the evil Mekon trying to create 
henchmen Treens (native Venusians) from a 
variety of races, But the experiments go very 
wrong and the resulting mutants are a fail- 
ure. The Mekon decides that a human Vol- 
unteer' is needed; the perfect specimen 



being who else but Dan Dare. Dan is kid- 
napped and taken to the space station and 
held hostage, But such things can't hold 
Dan for long, he's soon making a break for 
it 

Sadly, our hero has only one method of 
escape: ine trusty, but out of fuel, rocket 
ship. Luckily, there's 5010s of fuel hidden in 
the complex. Armed initially wrth a meagre 
pulse rifle, you must overpower the numer- 
ous guards (some holding transporter pass- 
es) in the complex and escape before the 
Mekon catches up with you, Killing a baddie 





(GAME DAN DARE III — THE 


ESCAPE 




PRODUCER VIRGIN GAMES 






AMIGA 


E19.99 


ATARI ST 


£19.99 


C64 


£9.99/£14.99 


SPECTRUM 


£9.99/214.99 


CPC 


£9.99/£14.99 


PC 


£24.99 



ATARI ST 



The game starts with a very 
promisingly David Whittaker title 
tune. But, sadly, It's downhill from 
there on. Mainly due to the poor 
graphics which fait to convey the real 
Dan Dare character. This Is not only 
ugly, but also affects the payability 
— the S-bit's main pulling point (of 
course!) 



SPECTRUM 



The game is colourful, although 
unlike the original, It also contains 
some colour clash. But the 
provability is luckily undiminished, 
with the character sprites nicely 
drawn and the puzzles creating a 
great challenge. Sound is also good 
with a pleasant title tune and 
atmospheric effects. 



C64 



The colours are very muted, giving 
the sprites and backdrops a metallic 
sheen. Sound is represented by a 
catchy title tune, but in game noises 
are a mite disappointing. Worth a 
look for fans. 



will sap their energy and transfer it to you. 
As wrth most planets, energy is a valuable 
commodity. 

Transport, provided by a jetpack, is fuelled 
by strategically placed pumps in the corri- 
dors. Also throughout Ihe maze are comput- 
er terminals. Log-on to one of these and 
you'll be able to access extra lives, smart 
bombs and shields in exchange for energy. 

If Dan fails to escape, the Mekon could, 
once again, start an attack on Earth. Is this 
the end of life as we know it? 

Mark Caswell 
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GAME JUMPING JACKSON 
PRODUCER INFOGRAMES 

AMIGA £24.99 
ATARI ST £24.99 



ATARI ST 



Won 



TGM's jukebox jury give their verdict 

JUMPING 
JACK SON 



onderfully-drawn graphics convin- 
cingly convey a cartoon fee*. Sound g 
— the main aim of the game — I 
warbles along at a plausible beat, but 
too soon become* annoying and 
repetitive. Gamepiay holds up well. 



AMIGA 



Sound Is used well — although not 
astounding for the Amiga — with a 
neat selection of tunas and jingles. 
Surprisingly for a cutesy' game, 
there's no apparent Improvement 
with Amiga graphic presentation. 



The world is not a happy place, classi- 
cal music reigns supreme, Rock 'n' roll 
music has been banned, consequently 
life is drab and uninteresting (and 
infinitely quieter}. But the population are 
rebel ling, and Jumpin g Jack Son has been 
chosen to put a spring back into the step of 
earthlings. 

Resembling Humpty Oumpty (small, 
round, little arms and legs),. Jack is not yer 
average world-saving hero. Still, he's your 
only hope, and something has to be done 
about the dreadful racket currently flowing 
through the soundwaves of the world. 

The world consists of many platforms 
suspended in deep space, each made up 
of coloured tiles. By jumping onto a tile, 
Jack changes the colour of it, When all the 
tiles on a platform are of the same colour, a 
record appears {mysteriously)! By putting 
this record in the jukebox, Jack can change 
back the musical tastes of the world. The 
single will form just a small part of the main 
tune, so more and more records have to be 
collected before the whole song makes 
sense to the public. 

Watch out for the enemy agents and var- 
ious musical instruments that chase 
Jumping Jack around the screen. If they 
catch him, he loses one of his three lives. 
Black and white chequered areas are safe, 
but avoid tiles with staves on, this is where 
the enemy are spawned. 

Also scattered around the maze is food 
and drink, Pick up some of this to increase 
your score. Sleeping pills will stop attack- 

40 TGM June 1990 



INFOGRAMES 

era, and small jukeboxes will increase your 
record carrying capabilities. 

Make no mistake, Jumping Jack Son is 
not one of the most complex games around 
and as such may prove a bit expensive. 
Still, it's rock 'n' roll, man... 

Mark Caswell 




■ Two decks in already In use and Jade li being 
ntmed by a bugle Only the yellow deck to jo, to 
reach this enter the multt-cotauroit toniporier Id 
reach lha plallorrn do the righl tr Jack Isn't carafut 
one al tilt three lives will be lost, lose them ail and 
rock and foil will be no more. 




■ The challenge screen, the Idea here is to run over 
the tl ies only once As you can see all is lost aires dy 




There will be even more hardware 

at the Atari 90's Show. 



appro 



Therell be more of everything at the Atari 90's Show. 
More hardware More software More exhibitors. More 
experts. 

And more ' world firsts' 1 in the Atari Showcase 

You'll find the world's first pocket-sized PC - the Atari 
Portfolio, the world's first multi-processor workstation - 
the Atari Transputer Workstation; and the world's first 
colour hand-held video games machine - the Atari Lynx. 

Naturally, the rest of Atari's huge range of products 
will be there too, including the highly-acclaimed range of 
PC compatibles and the powerful new ST machines 

There ll be people on hand to help you choose new 
equipment. 

Or, if you simply want to get more out of what you've 



already got therell be free seminars, user workshops 
and technical clinics. And. in our massive games arcade 
you can check out all the latest software. 

Admission is just £2, or bring the family for E< 
(2 adults, 2 kids Extra kids £1} 

The Show 5 on from 1st-3rd June 1990 (Friday isl 
and Saturday 2nd 10 00 am- 6 00 pm Sunday 3rd 
10 00am 4 00pm.) It s at the 
Novotel Exhibition Centre, 
Hammersmith, London (Nearest 
tube Hammersmith ) S f\t C£ 

Don't miss it. or you could &tl) rf, ^I^OV^ 
miss out on a whole new decade 
of computing. 
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URE PREVIEW 




They're famous for producing top class flight simulations. 
These days they've diversified into producing top class 
games of all types. MicroProse, along with its sister labels 
MicroStyle, Rainbird and Firebird, have a release schedule 
for the next few months which looks like a games player's 
delight, TGM takes an indepth look at their forthcoming 
goodies. 

F19 STEALTH FIGHTER 





k 




i 



1 Two shots from the rarthcannnpj Ami as cDimeriiQA oi f 19 Stesllli Fig-tiEer. (Above) Close encounters □! Ihc enemy 
kind, your missions are made all Ihe more harder by high speed enemy Itahiers. (Betowi Making a hi<ih Speed 
approach on a runway is ml For the fatal hearled. 





HTfTi I T Z STOP 



■ ST owners tan also enjoy the (drills ol stealth 

torn bat. A conversion should be released soon after the 

Arnica version. 



Not a long-awaited sequel but a long-await- 
ed conversion. F19 was originally reviewed 
on the C64 back in TGMO04. Since con- 
verted to the PC, It s time for ST and Amiga 
owners to experience what many regard as 
the greatest flight sim ever. 

As close as MicroProse could officially 
make trie simulation (the United States Air 
Force only recently released some techni- 
cal specifications), F19 places you in the 
cockpit of one of the US's most secretive 
weapons. The aim of the game is to pilot 
your way into the heart of enemy territory, 
knock out targets and makes your way 
back to base. Along with the traditional 
cockpit view, you can also watch the action 
from various outside views, in-flight mis- 
siles or even through the eyes of !he 
enemy. 

Scheduled for release in early July, both 
ST and Amiga formats will cost £29.99 
each. 

SILENT 
SERVICE II 

Submarine simulations don't appear to be 
best-selling material, but when MicroProse 
released Silent Service on the PC in 1986 it 
sold over 625,000 copies worldwide. Due 
for release this summer, Stent Service tl 
(£39.95) will offer a larger play area, and 
better graphics and sound than its prede- 
cessor. 

The original Silent Service looked rather 
drab with CGA graphics. Silent Service H 
supports CGA r EGA, VGA/MCGA and 
Tandy graphics systems. Enemy ships are 
portrayed as digitised pictures taken from 
24 angles, while digitised archive photos 
from World War II serve as backdrops for 
set-up and menu screens, Sound has also 
been improved with digitised effects and 
support for AdLib and Holand sound- 
boards. 

However, the improvements aren't just 
cosmetic. MicroProse plan to include more 
missions and more scenarios: such as a 
full campaign game in which the player 
develops his career as a submarine com- 
mander and a chance to sink Japan's 
Shinano, the largest aircraft carrier in World 
War II 
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If you're going to start playing god, Thor 
is definitely the god to go for. He's 
knows how to put the beers away, he 
can control the weather and he's got a 
big hammer (great for a spot of DIY, crea- 
ture bashing or Your Sindair-type innuen- 
do). Anyway, things aren't their usual beer- 
swilling, wench-slapping selves in the 
Norse kingdom. Hel, who is by all intents 
and purposes a nasty piece of work, aims 
to spread her brand of wickedness 
throughout the Norse worlds. As the 
almighty Thor, you've been elected by your 
fellow gods and goddesses to journey 
through the different Norse worlds to 
destroy Hel. Unfortunately, Hel has cot- 
toned on to this and sent her evil creatures 
to delay and kill you. 

Despite the Nordic scenario. Fire and 
Brimstone is a very up-to-date game. In 
the style of such classics as Ghosts W 
Goblins and Ghouls W Ghosts, you've got 
to progress through different worlds killing 
the bad guys and solving the problems 
(which are usually of the 'how to get 
passed a fatal trap' variety). At the end of 
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the each world there is a bigger and mean- 
er than normal nasty to be destroyed. 
However, to progress to another level you 
must also collect four hidden parts of a 

key 

Help is provided by various weapons 
and potions. In all there are Four different 
types of weapon, but only two can be car- 
ried at any one time. When Thor picks up 
a third weapon he must exchange rt for 
one that he is already carrying, Each of the 
weapons has different characteristics and 
each flies through the air with a slightly dif- 
ferent trajectory. 

Thor's fellow gods have scattered four 
different types of magic potion throughout 
the different Norse worlds. Each of these is 
colour-coded according to its effect. Blue 
builds a bridge over certain obstacles; gold 
improves your jumping ability; red kills all 
onscreen enemies and white lights up dark 
rooms. 

Points are accumulated not only by 
killing the bad guys but by collecting the 




GAME FIRE AND BRIMSTONE 
PRODUCER FIREBIRD 
VERSIONS 

AMIGA £24.99 
ATARI ST £24.99 



ATARI ST 



I expected Trior to be a bit more 
Impressive. As ft stands, he looks 
like a Viking dwarf (Noggin the Nog 
perhaps?). Character perceptions 
aside, the graphics are genera fly 
commendable, with detail and 
smooth animation. Sound, however, 
doesn't impress but the payability 
more than compensates for it 




■ Hmm. I woniBT if anyone will answer If I knock on the dotu. Two tahne ugly creatures and a Hying insect threaten 
Dur hearted two as he searches one ol th« twilight lands hetd bylhfi m H«i (lop lellt. Thor stands and ponders Ihe 
two hurjfl statues IflaL guard this cavern. Trie llrsl thing to do rsto pick up the Hast atlhe lirsl ones leal |left), Oh dear, 
old Thor seems to have gal him&ell into a bit old a fn here, wrth a full key bid only two lives left he seems keen to 
grapple mih the large lire beasii* l hope he is wearing his asbestos undies (above) 



hidden treasure troves. Many of these also 
possess magical powers. 

You start the game with three lives and 
an energy bar. The state of Thor's health 
can be improved by eating fruit, but Thor is 
a bit choosy about what he eats and reacts 
nastily to some types of fruit. 

Thor's adversaries come in all shapes 
and sizes, Trolls, witches, savaging triffrds 
and eyeballs are just some of the weird 
and horrible creatures sent by Hal to 
thwart your progress. 



While bearing more than a passing 
resemblance to Ghouls n' Ghosts, Fire 
and Brimstone is an instantly playable 
game. It contains a successful balance 
between payability and d iff i cutty, some 
easy puzzles to draw you into the game 
then some fiendish problems on the later 
levels. And there's always something new 
to discover, even on levels that you've 
completed, from hidden passages to extra 
lives. Fire and Brimstone has a lot to offer. 

Robin Candy 



UMS II 



Innovative strategy games are few and far 
between, but Rainbird's Universal Military 
Simulator still rates as one of the best. 
Now, two years after its original release, 
Rainbird are on the verge of finishing the 
sequel. While scenarios in UMS were 
restricted to single battles (such as 
Waterloo and Hastings) UMS W is a total 
campaign simulator. Scenarios already pro- 
grammed include Operation Overlord: the 
allied invasion of Europe (a relatively small 
scenario), the Napoleonic wars and 
Alexander the Great's conquest of Asia. 
Other scenarios planned include a World 
War III setting. 

One of the main criticisms of UMS was 
the time it took to move whole armies. Each 
unit had to be individually moved, which 
made for a tedious game if you had a half 
decent army, Rainbird have listened to 
players' criticisms and altered the game 
accordingly, You can now move any num- 
ber of units with one set of commands. 
When you consider that you can controi up 
to 125 nations, along with their subsequent 
armies, being able to move whole groups of 
units is an obvious advantage. 

Moving an individual unM has also been 
made a lot easier. You can even set up 
multiple moves should you not want to jour- 
ney directly to your destination (because of 
enemy oxitposts, rough terrain, etc). 

As welt as the traditional land battles. 
UMS ii features air combat, ship warfare, 
transports (so you can take units across the 
sea), varying weather conditions and lots of 
new moves. You can control any army at 
any time, anywhere in the world r you can 
even pit stone-age man against space-age 
warriors. 

One of the novel features of the game is 
that you can load in saved games from 
other versions of UMS li. So r if you own an 
ST and your friend owns an Amiga, you 
can swap battle scenarios or even play 
games against each other — all protected 
by passwords to stop anyone altering the 
opponent's moves. 

An editor allows you to modify every sin- 
gle aspect of the game, You can design 
your own armies, edit experience levels, 
supplies, morai, change weather conditions 
or even design your own planet. In short 
you can do as much or as little as you wish. 
UMS It promises to be one of the best strat- 
egy games ever released. Watch out for a 
full TGM review soon. 



TOWER OF BABEL 

Rainbird ■ Amiga ■ £24.99 

Originally reviewed, TGU028. 
Close to the 5T original. Well- 
designed robot characters move In 
smooth, filled 3-D, this version . so 
letting you choose the colour of 
graphics, a sky effect from three avail- 
able and the style of pointer. There's 
some brilliant moody music and more 
sound effects, though none are spec- 
tacular, 
WL 

Machine rait rig: 81% 



THOR: GOD OF THRALLS 

Probably trie best known of the Norse gods, Thor was in fact the god of servants 
and ordinary folk. While their lords and masters would enter Valhalla when they 
died 1 the thralls would go to the house of Thor. Tali, muscular and red-bearded, 
Thor's most renowned possession was his magical hammer, Mjolnir. However 
hard and often he threw tt, it would always come back to him. This, along with his 
magical belt, which doubled the strength of the wearer, enabled Thor to guard the 
gods' homes In the halls of Asgard from the envious giants of Jotunheim. 
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RAILROAD TYCOON 



You may think that Infogrames' Sim City 
is pretty unique. But, as MicroProse's 
Railroad Tycoon reveals, the comput- 
erised building game goes back to the 
19th century. Here you play the newly 
appointed president of a small railroad 
enterprise. The backers nave just invested 
one million dollars and they trust you to 
build a railroad empire. 

No matter where you build your tracks 
and m what era you choose to build (hem 
— you can go to East USA (1830), West 



>f track 
f revenue 
f reven 



*:!>U: nUU mil. 

*FE" : :0: 700 mil< 

4580: $1750, Of 

17o3* $2009, Q( 




Financial Summaries 
EE 



Leeds & Bradford EE Cash:* 
Track 374 miles Bonds:$ 
Net Worth:* 8 , 650 , 000 Stock at 
Public: 180,000 Treasury: 20,000 



George Stephenson's Cash;* *wj 

Whitehaven & Kendal RR Bonds:* UWOJMO 
Net Worth:* 960,000 Stock at * IZmh 
Public: 0,000 Treasury 50 , 000 L&B: 50,000 



673,000 
500 .000 
$ per share 



hare 



Erastus Coming's -.ash:* 2,367.000 

Macclesfield & Birmingham Bonds:$ LUJUU 
Net Worth** 8,610,000 Stock at * 56,00/sharel 

Public: 120,000 Treasury: 40.000 L&B: 40,000 

Daniel Drew's Cash:* 401 .006 

York iv Harrogate EE Bonds:* l,00u,0p0 

Net Worth:* 1,280,000 Stock at * If jBOtt 

Public: 0,000 Treasury: 0,000 L&B: 100,000 



MICRO PROSE 

USA (1866), England {1828) or Europe 
(1900) — there are always other like-mind- 
ed individuals who'll try to thwart your 
megalomaniac tendencies. 

A good head for figures is recommended 
because apart from setting up the basis of 
a railroad empire, the books must be bal- 
anced at the end of each year. And Lord 
help you if the investors become restless. 

To make the most money, it's advisable 
to set up tracks between two supply and 
demand areas. For instance, laying a track 
between a cotton mill and a clothes factory 
will definitely bring in the dough, How your 
rate yourself — Investor, Financier, Mogul 
or Tycoon — varies the amount you get 
paid for each delivery and the length of 
your employ. 

A map of the country is displayed, along 
with details on cities and their demands. 
Move the goods around in the quickest and 
most efficient way to make the maximum 
money 

To start the game, the trains are very 
slow and money is hard to muster, But as 
the years progress the engines get more 
advanced. This is particularly evident in 
Britain where great technological advances 
were made at the start of the 20th century. 

If you are not progressing at the rate 
you'd like, rt is possible to buy shares in 
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GAME RAILROAD TYCOON 
PRODUCER MICROPROSE 

PC £34.99 




The graphics are for Hie main part 
static, with a few humourous bits of 
animation (like trains crashing Into 
one another}. Sound Is supported by 
both Roland ami AdLib boards, and 
with the right gear a great atmo- 
sphere can he created. And in true 
Micro Prose style there's a whopping 
180-page manual, containing afl the 
background you'll ever need. 



your competitors. Subsequently, if you can 
afford to buy over a 50% share in a compa- 
ny you take control (this can also happen to 
you, of course). 

Your success after being bought out or 
retiring is rated by the type of job you are 
offered - ranging from tramp to President 
of the United States (not much difference if 
you ask me — Ed). 

Mark Caswell 



In the pioneering days of the railroad, 
trains were all steam-powered and 
very slow compared to today's stan- 
dards. Here are Just a few of the 
machines of that era 

(W) GRASSHOPPER The first of 
these locomotives was built by 
Phlneas Davis of York Pennsylvania, 
winning a massive #4000 prize. They 
were called Grasshoppers because 
their motion resembled the epony- 
mous insect. 

4*2*0 NQRRlS William Norrts of 
Philadelphia built the first of his 
Norrls type locomotives for the 
Philadelphia and Columbia railroad 
company in 1B34. Its performance, 
especially on a steep incline, was 
exceptional: The design was simple, 
sturdy and versatile enough to be 
used throughout America, 

22-0 PLANET Delivered to the 
Liverpool and Manchester Railway by 
the Stephens ons In 1830, The Planet 
proved to be very successful for Ha 
day Its major innovation was to put 
the cylinders at the front end, helping 
to distribute the weight of the engine. 
However, the design was flawed by 
problems with forged crank axles 
and by its short wheel base, causing 
the engine to pitch continually 
threatening to derail it. 

4-2-0 IRON DUKE The Iron Duke 
was an express engine designed and 
built In TB47 by Daniel Gooch for me 
seven-foot gauge Great Western 
Railway. The tang wheel base made 
for stable running but required long, 
slow curves. These locomotfves and 
their immediate descendants, the 
slightly modified Lord of the isles 
class, were extremely successful, 
consistently demonstrating high 
speed and stability, 




INTERNATIONAL 
SOCCER CHALLENGE 



Football, football, football! Every other 
game seems to be soccer-oriented these 
days. Last month TGM included revtews of 
many of the forthcoming football games, as 
well as a preview of International Soccer 
Challenge (the sequei to the excellent 
MicroProse Soccer). Sadly, it just missed 
the review deadlines for this issue, but 
here's our view on what we've seen so far. 

Most soccer games tend to look a bit 
boring (even Kick Off.) but MicroProse 
have really gone to town on the presenta- 
tion Shaded polygons are used for the sta- 
dium and background graphics while the 
players are detailed sprites. When the 
game starts, the view zooms down from 
above the stadium to the action on the 
field. The movement is very smooth — it's 
almost like watching a Wembley cup final, 
Once the match has started, the game is 
viewed from just behind your player. 

To make the game more realistic you can 
control just one player. For instance you 
can control a striker, boot the ball out to the 



wing, run down the pitch and call for the 
winger to pass the bail back to you. You 
can swap between the players if you want 
but the object of the game is to the let the 
team play as a whole (none of those solo 
runs!). The game is a bit strange to get 
into: you've got to remember that the com- 
puter players are as good as you when it 
comes to playing football. 

MicroProse and the programmers Red 
Rat have been working for sometime on 
the artificial intelligence of computer play- 
ers. They've been working on a 4-4-2 for- 
mation, the different areas that they group, 
how they go for the ball and how they mark 
other players They've also made the 
goalie intelligent (makes a change!). His 
actions depend on the position of the ball 
and the number of players in the goal area. 

Versions are planned for the ST, Amiga, 
PC (£24.95) and the C64 {£14.95 cassette, 
£19.95 disk) The ST should be the first to 
appear, sometime in spring, with the other 
versions following shortly afterwards. 
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GAME NINJA SPIRIT 
PRODUCER ACTl VISION 


AMIGA 


£24.99 


ATARI ST 


£24.99 


C64 


£9.99/£14.99 


SPECTRUM 


E9.99/E14.99 


CPC 


£9.99/£14.99 



Follow the white wolf 



NINJA SPIRIT 



Fearsome characters these ninjas. 
Ninja Spirit is set in a six-level, mytho- 
logical land where a very unfriendly 
warlock is terrorising the l&cal rice- 
chomping natives. Not to worry of course, 
because there's always the odd ninja on 
his travels through the neighbourhood 
(and here comes Lee Van Cleef now). 

The great ninja Tsukikage, who is really 
the spirit of a white wolf In disguise, has 
jumped into the fray, and deigned it his 
duty to rescue the suffering villagers (what 
a lad!). 

Tsk (as he's known to his friends) comes 
equipped with four types of weapon. As 
with all ninjas he carries some throwing 
stars {shurikens), but also some dynamite, 
a samurai sword and a length of bicycle 
chain with blades attached (owch!). 

On his trek through the six levels of the 
town, Tsk meets many 'objectionable" peo- 
ple. Most are poxy ninja henchmen, one 
slash of the sword and they're soon coid 
sushi, However, more challenging crea- 
tures pop up too, mostly at the ends of lev- 
els — giant swordsmen, Buddahs, 
Kitemen: you get the picture? 

Some enemy encounters will not only 
prove fun but also fruitful. Depending on 
what type of dude Tsk slices up they'll 
leave behind differing types of crystal. 



5,COR^0000//S0 Hid 



While most increase the power of his 
weaponry (more shurikens, for example), 
the odd crystal will add extra energy or 
even muster up some ninja spirits to shad- 
ow Tsk's every move. 

Tsk's first level of combat is the village 
temple. On passing that youll travel 
through haunted forests, spirit-infested 
marshes, caves, and over towering cliffs. 
And all for those pesky villagers. Haven't 
you got anything better to do? 

Ninja Spirit is based on the coin-op of 
the same name. It is around, even we've 
seen it (!), but you'll have to look damn 
hard to find it. 

Mark Caswell 




ATARI ST 



ACTIVISION 



Graphically, Ninja Spirit is impres- 
sive, both the character sprites and 
especially the backdrops are very 
detailed. Parallax scrolling is superb, 
some of the best I've seen. I've only 
two niggles. Firstly, it's too difficult 
and secondly there's no continue 
play option. Solving one niggle 
would probably compensate for the 
other, so it s a pity that this great 
game is spoiled by both, Check It 
out, though. 



AMIGA 



Identical to the Atari ST but with 
improved music which adds atmo- 
sphere. 




SPECTRUM 



Lil 



Sadly Actlvlsion have tailed com- 
pletely with the Spectrum version. 
The game is totally monochrome, 
which is not only ugly but also hides 
what main character there may be in 
the dense background graphics. 
Animation is also poor, with badly 
constructed 1 routines which make the 
sprites look more like puppets than 
ninja thugs. 



C64 



Mia 
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It just goes to show that a machine 
cannot limit a game's potential. The 
C64 version is undoubtedly the best 
of the lot. And guess what, there's a 
continue play option! (So why not In 
the other versions?) Mind you, this 
comes as no surprise when you dis- 
cover the programmer's Chris Butler 
[Ghost 'if* Gabfins, Powerdrift), 
Admittedly, the backdrops may be 
sparse but the gameplay Is top notch 
— totally addictive. Sound is great, 
too, with soma Impressive, scene- 
setting, oriental music Unreservedly 
recommended. 



1 



HOIY MOIE THE HERO /f 

a OF THE 80s IS BACK J /*' 



# 



Monty s es capad « hive given him an Fsland I n t he 'III ttfif\ 

sun and mm money than even a moleannalre ^^■^^^rffU IfflpQ 

could ever spend. Chosen by aliens to 
vanquish the Five Guard Jans Monty 
J$ now given Superpowers. 




Follow his latest 

ad v entunM 
as he 
threatens 
to destroy 
all, Including 
himself- 




V 
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Available on: 

cbm amiga; 

ATARI ST, 
AM S TRAD 

CBM 64/128 

SPECTRUM 

Cassette & Disk 



J 



READY FOR ANTWSSION;]^ 




All mill order enquirJei tor Gremlin Graphics Software ltd*, 
Alpha Hottu, T 0 Carver Street, Sheffield SI 4F5, T«<ephone :| 0742 [ 753*23, 





REVIEW 




This feat is tech no sonic 



SONIC BOOM 



Those mag-ni-fi-cent men in their fiy-ing 
ma-chines, they go up tiddy-up-up, 
they down tiddy -down-down. Up, 
down- etc etc. 
Or rf I'm at controls, they go up for a 
riepressirigly short time before crashing 
down- sodding-down-down. Either because 
of my general ineptness at steering the 
thing or failure to avoid the missiles being 
pumped out by aliens, terrorists, obscure 
Eastern countries or over-ambitious clay 
pigeon shooters. 



ACTIVISION 



things: things plus bullets, missiles, fireballs 
etc), and collect the occasional parachute. 
Red parachutes give cute little drone 
planes to follow you around and strengthen 
your 'supershot', a powerful spinning 
weapon that refreshes the parts your can- 
nons can't. Yellow parachutes award an 
extra supershot. 

Unless there's something particuiarly dif- 
ferent about them, there's very, very little 





In Sonic Boom (completely unrelated to 
a similarly named Westwortd song — what- 
ever happened to them?), the nasty crea- 
tures that will shoot you (and definitely me} 
down belong to the second category, terror- 
ists. To be more accurate, they're fanatics 
(of what I'm not to sure — probably blue 
Smarties], which are like terrorists except 
raving mad. Anyway, these violent loonies 
have taken over important military from all 
around the world, and only one suicidal 
mug can stop them. Yup, you. However, rf 
you've got one of them gadgi 16-bit 
machines, you and a friend can tackle them 
together; in my case; though, I had to settle 
for Corky Caswell. 

As Sonic Boom is a shooty-shooty game, 
it needs little explanation. Shoot things 
(things: planes, tanks, gun emplacements, 
aircraft etc), avoid other things (other 



you can say about shoot-'em-ups which 
hasn't been said many, many, many times 
before. Sonic Boom is firmly positioned in 
that category. No dazzling add-on 
weapons, no inventive end-of -level mon- 
sters, no clever new features,,, 'just' some 
hectic blasting and dodging. 

Although there are only six levels, Sonic 
Boom is no pushover. Once you get the 
feel of the attack formations, level one is 
easy but following that you're in for a chal- 
lenging time, even in two-player mode; the 
bullets really do fly — and lots of em! 
Lucky there's a continue play option, 
though it can only be used five times in a 
row. 

Sonic Boom is the best new shoot- em- 
up this month, so rf you're in the market for 
a blaster, put it on your list of games to try. 
Warren Lapworth 




GAME SONIC BOOM 


PRODUCER ACTIVISION 






AMIGA 


£24.99 


ATARI ST 


£24.99 


C64 


E9.99/E14.99 


SPECTRUM 


£9.99 


CPC 


£9.99/£14.99 



ATARI ST 



Backgrounds make good use of 
colour but lack detail, apart from cer- 
tain metallic features. Sprites are 
average, drone planes looking like 
blurry floating men, but scroll ing 1 s 
smooth and control response is very 
good. Sounds are plain. 



AMIGA 



Very similar to the ST version, A 
marginally brighter sharper took but 
woolly effects and music is very 
repetitive and very irritating — lucki- 
ly, it can bs switched off. 



SPECTRUM 



An, the joys of monochrome. It's out 
Into the wild blue yonder for the 
Spectrum — literally. Everything's 
blue and white, but bullets are thank- 
fully not too difficult to see, Both 
graphics and sound are plain but 
functional. 



AMSTRAD 



iff!! 



Yehhk! The player's supposed to be 
controlling a jet fighter out its bulk 
makes it took more like a bomber 
Other sprites are equally blocky and 
ugly, as are the horrendously gaudy 
backdrops. Scrolling p s slow and jud- 
dery, and sounds are standard CPC 
fare. 



C64 



The best thing about this is the title 
screen, where a circle of planes spin 
around in smooth 3 D. Ttie player 
sprite is an insignificant-looking little 
thing lacking in detail, as are the 
other sprites- Backgrounds are com- 
posed from frequently repeated 
blocks and black is used too much 
— ugly — although scroti ing s fine. 
As in all versions of Sortie Boom, 
sound makes very ordinary use of 
the machine's audio capabilities. 



SENSIBLE SOFTWARES 




IffllRNAhwAL 3D TENNIS IS^A REVOLUTIONARY NEW 1 _ 
THE INNOVATIVE USE OF VECTOR GRAPHICS HAS CREATED A GAME 
UNRIVALLED PLAYABIUTY AND AN UNPARALLED NUMBER 
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VG 94%C&VGHIT 



"It's smashing, ace and beats 
the compaiftibn^ Jmmense fun r 
demanding forMvice and 
flipen alike, «Kst sports 
Ane for ag« 
^ ZZAP! 94%2ZAP! S1ZZLER 



mdMOust format 
release dates may vary 



• Remarkable new 30 real time animation system. 

• One or two player games • 72 tournaments to play in all based on real events with 

• Four player ability levels - amateur, semi-pro, pro and Ace. genuine court conditions and prize monies. 

• View the game from any one of ten -camera" angles - • 4 court surfaces - grass, clay, carpet and cement - each 
infinite on ST and Amiga. affecting game play. 

• Learn to play topspir* and backspln balls. ■ Digitised pictures (ST and Amiga) 

• True control over the direction of your shots • Digitised voice of real Wlmbiedon umpire (ST and Amiga). 

• T V. tennis theme tunes. * Choose which 22 tournaments to play in a full tennis 

• Any-time save option, season , against world class competition and aim to earn a 

• 64 different computer opponents r with 16 skill levels. million dollars! 

• C64 • C64 DISK • SPECTRUM • AMSTRAD • AMSTRAD DISK • ST • AMIGA • 




JAK 
0O16265O 



Shock, horror, the evil Reptitons have 
overrun the earth base on Planet X and 
are forcing the colonists to create killer 
robots with which they plan to destroy 
our world. Upon completion of the robots the 
hostages woukJ be turned into 
Robo— Zombies, not a very nice fate. But 
luckily two square jawed members of an 
interplanetary SWAT (special weapons and 
tactics) team are on hand to attempt a four 
pronged rescue. Grab the hostages, destroy 
the robots and Reptilons and rescue the 
lovely Prof Sarah Bell urn who is also being 
held. Jake and Duke are the two lucky mer- 
cenary types who must brave level after 
level of robotic guards, some of which took 
not dissimilar to a certain breakfast cereal. 
The game is set over 34 factory levels, 

Attack of the Robo— Zombies 



are held in glass tubes destroying control 
panels releases them. 

Boxes with question marks upon yield 
mystery objects, and whilst shooting machin- 
ery is fun it seems to serve little purpose 
other than earning points. Along the route 
chained hostages will be encountered, touch 



ESCAPE FROM THE PLANET OF THE 




GAME ESCAPE FROM THE 
PLANET OF THE ROBOT 
MONSTERS 

PRODUCER 
TENGEN/DOMARK 

VERSIONS 

AMIGA 

ATARI ST £19.99 
C64 £9.99/£14.99 
SPECTRUM £9.99/£14.99 
CPC £9.99/£14.99 
PC £24.99 




ATARI ST 



LMlH 



Movement Is flick screen, so as with 
many g ernes of this type poor old 
Jake and Duke can t see what's com- 
ing 111! It hits them. Plenty of aggro is 
in store for you and a pal, robots of 
all descriptions as well a vicious 
traps await the unwary traveller. The 
ST version of Escape from The 
Planet Of The Robot Monsters (glad I 
don't have to write that title too 
often} is a very close conversion of 
the highly playable Atari coin — op. 
Included are many of the neat little 
graphical touches that graced the 
arcade version. The best in my opin- 
ion Is when a character falls over the 
edge, he grabs the side of the ledge 
for dear life before slowly hauling 
himself up. Escape From The Planet 
Of The Robot Monsters is a tough 
and challenging game that no fan of 
the original should be without 




each containing several sections (though 
part way through the game the path branch- 
es into three, so choose your route). As you 
with or without a friend appear at the start 
you are instantly attacked by a range of 
droids. The "Weetabix" characters seem to 
be the most prolific, but blue jumping robots, 
small scuttling and large red and yellow 
monsters also join in the destructive fun. You 
are armed with a ray gun and a limited sup- 
ply of smart bombs, as you move around 
each section a variety of objects abound. 
Some like lockers release energy for your 
weapon (glowing green crystals), smart 
bombs and food, and where some hostages 



them and they will be transported back to 
your ship. Along with the robots various traps 
are scattered about to make life tricky (very 
slight understatement there). Spikes threaten 
to skewer you, revolving poles brain you, 
whilst small innocent ball shaped droids 
squash you as flat as a pancake. When each 
floor has been cleared the only way is up, 
this is by means of either escalators (activat- 
ed by huge switches) or ladders. 

At the end of the level our heroes exit by 
being sucked up a twisty tube, now the occa- 
sional bonus section may be entered,. These 
usually appear when the path splits, you 
rocket trough a maze of corridors in a cyber 



Background Mark Stephen Pierce is the designer of Escape From The Planet Of 
The Robot Monsters* Ha previously wrote Road Blasters for US Gold, and then 
spent two years on the design and graphics of Escape. Escape was written in C 
language on the 68000 (which is the same as that In the Amiga and ST), all code 
Is developed on a multi — user VAX system (and no I don't know what that means 
either}. Sufficient to say that the game is almost arcade perfect, and that should 
be good enough for anyone. 



TENGEN/DOMARK 



sled vainly trying to beat the vicious time 
limit. Also at the end of every couple of lev- 
els a Reptiton must be faced, these are 
nasty s wines who chuck all manner of nasty 
surprises at you. But hurry the lives of no 
only Professor Bellum and the hostages 
hang in the balance, the world as we know it 
may be changed beyond all recognition if 
you fail, 

Mark Caswell 
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Anything else just isn't 





Personal ly, I think it's rather tactless, if not 
to &ny cruel and heartless of Loriciels to 
release a computer game of this sport. 
What's their mascot and part of their 
logo? A cute little cat Admittedly, it's more a 
dynamic feline than a sweet one since Its 
redesign, but nevertheless, there it is, 
bounding across the title screen of this 



one but very useful for two-player games. 

Indeed, it's this new visual presentation 
that immediately sets Tennis Cup apart from 
all racket-and-fuzzbail that have come 
before rt The TV camera view has been 
done to death, plan was seen in Passing 
Shot and a side view was done in the C64's 
International Tennis. At last Loriciels even 




game. Of tennis, which involves hitting a ball 
with rackets stringed with what are synthetic 
fibres these days but are still colloquially 
known as... cat gut!! It's shocking. 
Disgraceful. But I digress (as usual). 

You're in competition with 32 computer 
players, each with their own particular skills 
and weaknesses. You can adjust your own 
skills from the outset: there are six basic 
types of shot (service, forehand, backhand, 
forehand volley, backhand volley and 
smash}. Initially you have a 50% skill rating 
for each type, but have 30 percentage points 
to distribute as you wish, You can also weak- 
en a type of shot in order to use the points to 
strengthen another, more important one. 
New computer players can be created by 
adjusting the percentages and these new 
opponents can be saved to disk, as can your 
own skills. Actual hands-on playing experi- 
ence can be harmlessly gained in practice 
mode, where balls are returned from a 
machine. 

Other than a match against another 
human, on a clay, indoor, hard or grass 
court, there are six competition options. The 
Wimbledon, Flushing Meadow, Melbourne, 
Roland Garres and Davis Cup (which 
involves both singles and doubles matches) 
tournaments can be entered individually, 
starting in the last 16, or for ambitious types. 
Championships links together the other five 
competition into one great tennis marathon. 

Tennis Cup takes the usual behind-and- 
slightly-above the player, TV-styie viewpoint 
— but twice over! The screen is split horizon- 
tally so that each player has their own inde- 
pendent view, not that the computer needs 



the score so that neither player has the dis- 
advantage of being the tennis biokey In the 
distance, although the lower angle neces- 
sary to fit two courts onto the screen means 
it can sometimes be difficult to see the ball's 
approach. 

Payability is good but not exceptional. But 
this is compensated for by the ability to 
adjust skills and difficulty level via shot per- 
centages. Player/computer abilities can be 
mixed and matched . and there's some strat- 
egy involved on how you spend your 30 
points and redistribute others. 

16-bit owners have a tough choice 
between this and Ubi Soft's Pro Tennis Tour, 
but my personal taste just gives Tennis Cup 
the advantage. 

Warren Lap worth 



LORICIELS 



GAME TENNIS CUP 
PRODUCER LORICIELS 
VERSIONS' 
AMIGA £24.99 
ATARI ST £19.99 



AMIGA 



Title screens are accompanied by 
some excellent music, samples from 
matches interwoven with tense, stac- 
cato melody, Presentation is high, 
players walking on and shaking 
hands before the match and after- 
wards jumping up and down excited- 
ly or hanging their head In shame. 
Backgrounds and non-player sprites 
show attention to detail and although 
tennis players in the background are 
distorted, those nearby look good 
and move welt Effects are disap- 
pointingly ordinary after the atmo- 
spheric samples of the titles. 




■ The history of the split-screen game continues, a 
gaming concept which goes as far back as the 
classic racer Pltstop II and comes via 16-ull 
TrailbLazer and Atron 5000 (to name but two) uelore 
finally reaching the tennis court. Above, It's man 
versus machine shewing that t second human 
player Is not essential for enjoyment of Tennis Cup. 
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WORLD CHAMPIONSHIP 
BOXING MANAGER 
Goliath Games ■ Atari ST ■ 
£19.99 

Another managerial quest for world domina- 
tion. Graphics are basically just a selection 
of pleasant but ordinary portraits and one or 
two mediocre backgrounds. There's no ani- 
mation to speak of, other than the wiggling 
bottom of your large-breasted secretary. 
Sound effects are sparse. 

The general format follows Golraths 
excellent Tracksuit Manager but it hasn't 
been a recipe for success in boxing. The 
fortunes of a squad of players is consider- 
ably more involving than that of a few mot- 
fey boxers and although the text commen- 
tary worked well for football, it's very repeti- 
tive in World Championship Boxing 
Manager. In short, this game gets stuck on 




the ropes about halfway through round one. 
WL 

Machine rating: 56% 

WORLD CHAMPIONSHIP 
BOXING MANAGER 

Goliath Games ■ Amiga ■ 
£19.99 

See Atari ST review. 

Slightly better use of colour and smoother 
"out of the screen' boxing gloves intro, plus 
its all on one disk, avoiding the irritating 
disk swopping of the ST. But what ts on one 
disk is still bland. 
WL 

Machine rating; 57% 
DYTER-07 

Rainbow Arts ■ Atari ST ■ 
£19.99 

Originally reviewed: TGM030. 
Graphics are a little on the grainy side and 
scrolling is irregular in speed and judders in 
a manner that's often distracttng. Sound 
effects are muffled but title music is a good 
imitation of the Amiga. Shame the game- 
play and visuals aren't as close, 
WL 

Machine update: 73% 



FERRARI FORMULA 
ONE 

Electronic Arts 

■ Commodore 64 ■ 
£9.99/£14.99 

OnginaJly reviewed; TGMQ05. 
ft's taken its lime to be converted down 
to the humble 64 but the racing sim has 
survived with all its options intact, allow- 
ing all aspects of a car's engine, traction 
and aerodynamics to be adjusted and 
tested, before beginning a 16- race sea- 
son. 

Static screens are well drawn and laid 
out but actual racing is quite scruffy. 
Landscape features are simple and 
lacking in colour and cars are blooky. 
Perspective is fine but screen update is 
slow and Jerky (though faster on the 
C128). Option screen sounds are func- 
tional, engine noise naff, but there's 
some great intro speech and music. 
While it has all the options and variety, 
Ferrari Formula hasn't the graphics, 
speed or payability to surpass the aging 
Revs-t- 
im, 

Machine update: 78% 




AMC 

Dinamic ■ Spectrum ■ 
£9,95/£l4.95 

At first I thought What the hell are Dinamic 
doing with Minter's ^ttac* of the Mutant 
Gamete?!' But this game's title actually 
stands for Astro Marine Corps, the army 
who have sent you to the planet Dendar in 
the SOKK Confederation to defeat those 
dreadful criminals, the Deathbhngers {if f 
were you I'd duff over the prat who thought 
up these naff names). You have to fig hi 
through horizontally-scrolling areas with 
your rifles and grenades (and some help 
from God). 
You can tell this is an iffy game even 



before it's loaded. The title screen isn't too 
badly drawn but colour has been spewed 
over the screen with complete disregard 
for the Spectrum's capabilities. The same 
goes for the game itself. Definition is rough 
anyway and two-plane parallax scrolling's 
jerky, but most noticeable are the many 
colours spread around — clash city (man). 

Gameplay is awkward and remarkably 
mediocre, certain features/areas seeming- 
ly harmless until you touch/reach them (bit 
fate by then), It's repetitive, cliched and 
unnecessarily difficult. Many better stroll- 
along shoot- 'em-ups are available on bud- 
gel 

WL 

Machine rating: 37% 



AMC 

Dinamic 



Amiga ■ €19.99 




See Spectrum review. 
To its credrt, Amiga AMC% skyline is very 
attractively drawn but other background 
features are rather ordinary. Sprites are 
well-shaded but not designed and anima- 
tion's weak. There are some good sounds 
but they're composed in a weak, unim- 
pressive manner. 
WL 

Machine rating: 42% 



AMC 

Dinamic ■ Commodore 64 ■ 
£9.99 cass/E14,99 disk 

See Spectrum review. 
Ikk, The soldier sprite is a yellow and 
brown blob who strolls around as if on 
roller skates, firing slow and jerkily moving 
bullets. Enemies are short on detail and 
even shorter on colour (although I must 
admit I like the purple trees) but scrolling's 
smooth, Sound effects are quirky, in a pos- 
itive manner, and music's good and happy, 
but can't rescue the feeble gameplay 
WL 

Machine rating: 39% 
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CASTLE MASTER 

Incentive/Domark ■ Amstrad 
CPC a E9.99/C14.99 

Originally reviewed: TGM030. 
Incentive strike again, dropping (heir inde- 
pendence to team up with the ever 
strengthening Domark. Continuing the 
ancient mystical feel of Total Eclipse. 
Castle Master takes you to cokf, cob- 
webbed chambers of dark magic, facing 
restless spirits and the object-oriented 
puzzles that are Incentive's trademark. An 
improved control system allows greater 
player freedom and variety of gameplay, 
while graphics are also of increased quaJi- 
ty. Some may find it too similar to previous 
Freescape games but it's sure to find 
favour with many others. 

The castfe, its chambers and objects 
are represented with unattractive colour- 
ing — green, greys and checked shading. 
Movement is jerky and quite slow (but this 
doesn't spoil gameplay) and sound effects 
are functional. 
WL 

Machine rating: 86% 



CASTLE MASTER 

I ncenti ve/Domarfc 
£24.93 

Originally reviewed: TGM030. 

The wails and objects are formed from 

quite jagged lines considering the PC's 

resolution, but choice of cotour is okay, 

and speed and smoothness of movement 

are good. Sound is yer average PC blips, 

WL 

Machine updates 88% 



APOCALYPSE 

4th Dimension 

■ Archimedes ■ £29.95 

Who says all this technology is progress? 
In Apocalypse, computers have advanced 
so much they've become independent 
beings, living as the Rakonans. And 
they've got a bit bored so they've bequn to 
invade planets. You've got to take to your 
cockpit to eliminate them 

The mildly gaudy filled 3-D graphics 
move with speed and swiftness but as 
there's little to see — landscapes are bleak 
and Rakonan craft rarely come close — 
they don't impress. Audb highlight is a 
Dalek sample: 'We are the superior 
beings!'! 

It has more scope and a more complicat- 
ed (pretentious?) control, but Apocalypse is 
highly reminiscent of Novagen's Backlash. 
There's more to occupy the player but it's 
generally yer average shoot ' em-up fun, 
albeit in 32-bits 
WL 

Machine rating: 76% 

CLOWN 'O' MANIA 
Starbyte ■ Atari ST ■ £19,99 

Originally reviewed: TGM027. 
Beppo the clown is still after his fortune and 
glory. Graphically the same as the Amiga 
version, the ST game suffers its usual mal- 
ady... sound (or rather lack of). An annoy- 
ingiy tinny tune plays on the title page, but 
trie pounding Amiga title ditty and amusing 
death scream are missing. A must for plat- 
form freaks though. 
HC 

Machine update: 83% 

GRAND NATIONAL 
Elite ■Amigai £19.99 

According to form and racing conditions, 
buy and/or bet on horses participating in 
Ihe famous Seagram Grand National Then 
take part in the race itself, as a jockey guid- 
ing a horse. 




The betting/buying screen is clearly pre- 
sented but blandly high-tech, a style which 
is utterly inappropriate for horse racing. 
Awkwardly, selections have to made using 
a keypad graphic and pointer. The course 
map, side view and courseside features are 
colQurfully and attractively drawn, but 
sprites are flat, with mediocre animation. 
Music's fun and although the most heard 
effect is a looped galloping sound, there's 
some Great echoing speech, as if spoken 
through the course Tannoy. 
Well, I look upon this year's Grand National 
favourably because I won third prize in the 
Newsfield sweepstake. But the computer 
game,., It was released on 8-bit years ago 
and gameplay hasn't been enhanced 
since. You'lf play it till you finish in the top 
four, and if you're determined, even until 
you win it But after that, Grand National 
will be condemned to the depths of your 
software collection. 
WL 

Machine rating: 60% 
HOT ROD 

Act! vis ion ■ Commodore 64 ■ 
C9.99/C14.99 

Originally reviewed: TGM030. 
Selling's smooth and car sprites are neat- 
ly designed but backgrounds are dull, 
repetitive and lacking in colour. Sound 
effects are lively and music jolly. 

By far the best thing about about 
Commodore Hoi Rod is the intro sequence, 
cars zooming down a city street in convinc- 
ing perspective to a funky piece of music 
that includes atmospheric samples. 
WL 

Machine update: 73% 

HUNTER KILLER 

1 6 Blitz ■ Atari ST ■ £4.99 

It's World War II. (Blimey! Time warp!) You 
command an American submarine in the 
South Pacific, able to practise in day or 
nighttime before choosing a mission from 
14: five coastal, six special and three 



attack. A variety of readouts monitor the 
bearing, speed and condition of the sub, 
and launch torpedoes at the enemy. 

Hunter Killer is akin to a junior Silent 
Service, with lower quality presentation and 
graphics and fewer variables. It lacks the 
excitement and variety of other strategy 
simulations but that's mainly due to the 
slow, looming nature of subs. If it appeals 
to you and you can't find Silent Service in a 
bargain bucket, get it, 
WL 

Machine rating: 74% 

IMPOSSAMOLE 

Gremlin ■ Amiga ■ £19.99 

Originatly reviewed: TGM030. 
Bright. colourful, cartoon-like funf 
Backgrounds are pretty straightforward but 
sprites and particularly sound liven it up. 
Sound effects are unusual if not to say 
wacky samples, and music is a great remix 
of C64 Monty on the Run, complete with 
guitar solo, scratching and house chords. 
WL 

Machine update: 77% 

IMPOSSAMOLE 

Gremlin ■ Commodore 64 ■ 
£9.99/£14.99 

Originally reviewed: TGMQ3Q. 
A game with low presentation and some 
low quality graphics, Monty a very drab lit- 
tle sprite but more colourful backgrounds 
and jolly alien sprites help liven the game 
up. Effects are bog-standard C64 and 
music is a highly naff remix of the utterly 
brilliant music which backed Monty on the 
Run. 

WL 

Machine update: 72% 

IMPOSSAMOLE 

Gremlin ■ Atari ST ■ €19.99 

Originally reviewed: TGM030. 
The title screen's pretty naff but in-game 
graphics are colourful and neatly defined, 
Monty looking good and moving well. 
Sound effects are simple and music war- 
bles away in a crude and mildly annoying 
manner. 

WL 

Machine update: 76% 




TAR 
PiflYER 



ANTHEADS 

Mirror soft/ 

Cinemaware |_ 

Amiga ■ £14,99 

1Mb Amlgas only! You will need U 
Game From the Desert (reviewed 
TGMQ27) to run Antheads data disk! 

Five years have past, the hero is differ- 
ent but the mission remains basically 
the same: stop the ants. But an added 
problem is that some of the inhabitants 
of Lizard's Breath have been turned into 
ant people. If you liked the original, 
you'll love Ihis cos its more of the same. 
MC 

Machine update: 67% 
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KRYPTON EGG 

Hit soft ■ Amiga ■ £19.99 

You are the captain of the Krypton Imperior 
spaceship and have entered the atmo- 
sphere of the planet Rfeh-UI, only to faced 
by strange monoliths and annoyed aliens 
(you probably disturbed a fertility ritual), A 
battle inevitable, the proton ic cannons let 
rip. 

As you'll have guessed, this is a Break 
Out -style game (eh?!!). Backgrounds are 
the usual repeated patterns but some are 
of particularly eye-strained design and 
colouration. Sprites are unremarkable 
except for the bat itself, which has an Atari 
logo on it — strange for an Amiga game! 
Sound effects are about the norm for an 
Arkanoid variant and interesting music 
includes laugh and phworr!' samples. 

Apart from a construction kit included the 
disk and an occasional monster- bashing 
screen, the only thing Krypton Egg has 
above other Arkanoid games is balls. Not 
only is it fond of giving out extra ones, it 
aJso releases big and realty big balls when 
certain capsules are collected, This isn't 
enough to make it any more worthy of 
attention than any other Arkanoid game 
released in the past two years. 
WL 

Machine rating- 44% 



PlfrVER 




KLAX 

Ten gen/Do mark 
■ Spectrum ■ 
£9.99/£14*99 

Originally reviewed: TGM030. 

As fast and furious as the ST version, 

the Speccy game is also as colourful, 

noisy and addictive (within its limits of 

course). The gameplay is so easy you 

end up feeling there is more to Ktax than 

the programmer is letting on. But it really 

is as simple as slinging the tiles into the 

bins and scoring klaxes. Purchase is 

recommended. 

MC 

Machine update: 90% 



INTERNATIONAL 

CHAMPIONSHIP 

WRESTLING 

Hewson m Amiga ■ £24.99 
Meet Lance Eagle' DoGood, Ivan The 
Bear" Trotsky, Kai-Leung 'Killer' Kahn and 
the Cuban Bruiser! Pull a few muscles, 
strain a few limbs! You can compete in a 
one- or two- player wrestling match and 
become or tackle any of those four mean 
characters, at one of three skill levels. You 
have 18 different moves with which to duff 
over your chosen opponent. 

Graphics are crude, the crowd a shower 
of bnght pixels — except for a particular 
unhealthy section of them who have all 



decided to wear grey clothes — and 
wrestlers are blocky and poorly animated. 
A redeeming factor is the great lively title 

music. 

International Championship Wrestling 
looks very similar to E pyx's Championship 
Wrestling of a few years back but lacks 
the high presentation, wrestler portraits 
and professional definition/animation. The 
control system also bears a suspicious 
resemblance to that aging but superior 
product. Needless to say don't flog out 25 
quid on this unless you're a real wrestling 
fan, 

WL 

Machine rating: 54% 




LOW BLOW 

Elect route Arts ■ I €24.99 

Guess what, its a boxing game I Play 
against a friend, as Frankie Baby 1 Cavillo 
or Hollywood Orlando, or train combina- 
tions of punches before tackling computer 
opponents. 
The title screen is very well drawn but 



PIPE MANIA 

Empire ■ Amstrad CPC ■ 
£9.99^14.99 

Originally reviewed: TGM017. 
Rather simplistic in appearance but with 
this reaction-testing puzzle game it doesn't 
matter much. Simple bas-relief tiles of few 
colours, sparse but good effects and 
tediously lengthy loading (from tape) don't 
spoil this classic head-scratcher. 
WL 

Machine update: 90% 

PIPE MANIA 
Empire ■ Spectrum ■ 
£9.99/£ 14.99 

Originally reviewed: TGM017. 
Pipe Mania's divided square playing area 
means the Spectrum's limited colour 
capabilities have been easy to overcome. 
Although individual squares are 



monochrome — which makes them clear 
and easy on the eyes — others use two 
different colours to provide variety to the 
display. Gameplay is littte different from 
other versions — it's hard to spoil it — and 
that means this is one mean puzzle game, 
WL 

Machine update: 82% 



the (slightly) animated boxer portraits are 
mediocre, with limbs ill-proportioned. Boxer 
sprites are well defined but pose artificially 
and move mechanically. Music/FX are 
weak but AdLib and MT32 soundboards 
are supported. 

Although not in great numbers, boxing 
games arrive for review at regular intervals, 
whatever software house reckoning that 
their product has the essential GBH ele- 
ments that'll make the public snap it up. 
Most have failed dismalfy and although 
Low Blow has the option of illegal, under- 
hand moves (and a suggestive title), it 
lacks the piayability and energy required to 
make a boxing game successful. 

WL 

Machine rating: 65% 
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BUDOKAN 

Electronic 

Arts ■ Amiga 
£24.99 

Originally reviewed: TGM027. 
Graphics are very similar to Ibose of the 
EGA PC version; plenty of colours 
onscreen, beautiful animated back- 
grounds and smoothly animated fight- 
ers. Sound effects are the same strange 
cries, except of a higher quality — 
there's also some authentic music. 

A fan beat-'em-up with the most ver- 
satile control system — as many as 37 
moves for a single art — Budokan is the 
pinnacle of pure martial arts software 
WL 

Machine rating: 87% 



OPERATION 

THUNDERBOLT 

Ocean ■ Commodore 64 ■ 
C9.99/E 14.99 

Originally reviewed: TGM025. 

Though certainly not packed with detail, 
graphics on odd-numbered levels are rea- 
sonable and scroiling's fine. The even- 
numbered, racing game perspective levels 
move slowly and jerkily, and in both sec- 
tions sprites are vague, blocky representa- 
tions of those from the coir-op. One of 
Ocean s rare weak conversions. 
WL 

Machine update? 71% 

PERSIAN GULF 
INFERNO 

Magic Bytes ■ Amiga ■ 
£19.99 

Six hostages are being held by terrorists on 
an oil rig fin the Persian Gulf, strangely 
enough). Worse still, a vast nuclear war- 
head is pnmed for launch from the rig, but 
no-one knows its exact location. You're an 
SAS chappy, with half an hour to find and 
disarm the bomb, rescue the hostages and 
blow the crap out of the tenor ists. To this 
end you have a pistol and can find more 
weapons behind closed doors ("as we go 
through, the keyhole'). 



ROCK STAR ATE MY 
HAMSTER 

Code Masters ■ Amiga ■ 
£4.99 

Originally reviewed: TGMQ17. 

Graphically and sonically Roc* Star Ate 

My Hamster is very good. Colourful well 

drawn characters and amusing and tuneful 

sound effects make this a playable game 

especially at five quid 

MC 

Machine update; 60% 

ROCK STAR ATE MY 
HAMSTER 

Code Masters ■ Atari ST ■ 
£4.99 

Originally reviewed: TGM0l7 r 
Graphically identical to the Amiga game 
the ST version of Rock Star Ate My 



Backgrounds are drab — lots of dull 
greys and hard stairways — and sprites are 
poorly defined although animation is okay. 
The SAS man has tiny hands and feet, an 
alarmingly slender neck, square head and 
a slightly hunched back — he looks a bit 
like Rigsby (from Rising Damp, not our 
adventure contributor). Scrolling is sluggish 
and controls are unresponsive. Music is a 
random affair, full of over-the-top dramatic 
instruments and an utterly out of place 
bongo solo, 

But sound effects are brilliant, Tenorists 
leap out at you and shout Destroy the Ali- 
fell-offf 1 (the significance of which eludes 
me) or D'you want a tomato juice?"' in a 
highly excitable manner, milliseconds 
before you blow their brains and chests out 
in a spray of blood. Great fun. 

Unfortunately, the hysterical samples and 
gory deaths aren't enough to make Persian 
Gulf inferno worthwhile. And neither's the 
laughable ability of being able to blow holes 
in thin air! Gamepfay is slow and 
monotonous, mostly consisting of wander- 
ing around in search of new rig areas. 
Worth playing fust for the laughs — but not 
worth buying. 

WL 

Machine rating: 65% 

RENAISSANCE 

Impressions ■ Amiga ■ 
£19.99 

Renaissance is a compilation of four clas- 
sic games of yesteryear — Invaders, 
Rockstorm, Megapede and Draxians (no 
prizes for guessing which oldie arcade 
games they're unofficial conversions of). 

You can choose between two versions of 
each game. Classic reproduces the origi- 
nals fairfy accurately — undetailed graphics 
of few colours and simplistic sounds. 
Contemporary versions are revamps, with 
proper backdrops and carefully shaded 
sprites, although effects are still nothing to 
write home about. 



Renaissance is good for a quick remi- 
nisce, that rotten flea in Megapede. the 
teapot UFOs in Rockstorm. And in 
Invaders, who could forget trying to nail 
"that last little bugger that goes like (he 
bloody clappers But in the end. none of 
the conversions properly reproduce the feel 
of the coin-ops and although the 
Contemporary versions increase value, 
interest soon wanes, 
WL 

Machine rating: 71% 
PROTECTOR 

16 Blitz ■ Atari ST ■ £4,99 

Chopper versus chopper (missus)! The 
second helicopter controlled by computer 
or a friend, the screen is split horizontally to 
give independent views. The aim is to pick 
up the four crates that lie around the 
rugged landscape and return them to your 
base. This creates a bomb to destroy your 
opponent's base... of course they re also 
up to the same thing. 

Backgrounds are outdated and grainy, 
clouds looking like rocks, but scrollings 
smooth and fast. What few sprites there 
are (the copters, bullets, crates and bomb) 
are simplistic. Effects are wimpy and music 
is a You Only Live Twice' rip-off. 

Protector is a good concept gone wrong, 
Stealing crates off a friend is a source of 
great glee and amusement but hampered 
by a sluggish, uncooperative control sys- 
tem. Also, with the difficulty of destroying a 
chopper (each player has a limitless sup- 
ply), you and your opponent spend your 
lime stealing crates from each others 
bases and taking them to your own, so n 
could literally be hours before the bomb is 
made. Pfayability is no better against the 
computer because it's very difficult to beat 
WL 

Machine rating 48% 




Hamster is just as damn tough. Many are 
the times I've amassed three or four million 
quid, had a couple of chart records — then 
catastrophe strikes when my starfs) meet 
their end in a plane crash or a nuclear 



explosion (really believable), 
rather playable and only a fiver. 
MC 

Machine update: 80% 



Still, it's 



TGM June 1990 57 




JACK NICKLAUS 
GREATEST 18 HOLES 
OF CHAMPIONSHIP 
GOLF 

Accolade ■ ST ■ £1 9.95 

Originally reviewed: TGM020, 

Jack's back, but he's still in a mediocre 



game. His portrait is murky, landscapes 
are blocky and slowly drawn, and the Jack 
sprite s dull. The ball sometimes develops 
a life of its own and the screen sometimes 
redraws somewhere other than where the 
ball came to rest Effects are cf ude 
WL 

Machine update: 59% 



WIPE-OUT 

Gonzo Games 
£19.99 



Amiga 



Cashing in on the success of the Baywatch 
TV series {and maybe on the oldish song by 
The Fat Gits, or the Surf soap powder com- 
mercial). Wipe-Out allows you to compete 
in the Jntergalactic H overboard Challenge 
(so someone at Gonzo mustVe read 
Marvel's Stiver Surfer comic at some point). 
Competing in leagues against aliens of 
varying skills, boards leave behind trails that 
you must avoid and try to force your oppo- 
nent into (sound familiar?), 

The options screens are drawn in drab 
bas-relief and are a pain to wade through. 
Game graphics. . oh dear Sprites are plain 
and pop between two frames of animation, 
horizon graphics are simple and trails are 
shaded in a naff, polka-dot fashion. The 
hard rock music is un inventive but quite 
good. 

Well, well, well. Someone else has seen fit 
to unearth the aging {if not to say ancient) 
concept of the 7?on lightcycles game. It's 
very (very) thinly disguised with surf... er, 
hoverboards and assorted weirdo crea- 
tures, and has been expanded with leagues 
and options It ail comes down to gameplay, 
and as well as originality and graphics 
being bad. this is too, 
WL 

Machine rating: 26% 

THE TOYOTTES 
Infogrames ■ Atari ST ■ 
£19,99 

The Toyottes tries to generate a fun, car- 
toon atmosphere but, despite some appro- 
priate spot graphics, fails, Far from being 
light, it is a chore to play, wandering aim- 
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lessly around, vainly attempting to avoid the 
monsters, getting lost amid the pipe net- 
work.. If you have a liking for cute little 
characters, try Jumping Jack Son instead 
WL 

Machine rating: 62% 

TRIVIAL PURSUIT 

Domark ■ Archimedes ■ 
€24.99 

Originally reviewed: TGM023. 
Well I've finally got round to reviewing this 
product, one which in previous incarnations 
have shown that this is best played with a 
real board and a few drunken friends. The 
32-bit version is no exception. The Archie's 
resolution is used weJl on the board and 
particularly on text, but falls ffat on the 
lounge screen, where the game's dwarf 
host, TP, lives. Colours are muddy, detail's 
lacking and TP himself is dreary grey zom- 
bie. Sounds are few but functional 
WL 

Machine updates 54% 



INFESTATION 
Psy gnosis ■ Atari 
ST ■ £24,95 

Originally reviewed: TGM030. 
The ST versions lacks the impressive 
jetpack intro of the Amiga and the title 
screen has fewer colours and less detail 
In -game, there's little choice between the 
two, speed and definition -wise, but the 
choice and variety of cotour isn't as 
good. Effects are reduced to warbling ST 
quality but music isnl bad, 
Gameplay is just as atmospheric and 
tense and the hours of enthralling explo- 
ration make infestation's initial difficulty 
worthwhile. 
WL 

Machine update: 87% 



SIDEWINDER II 

16 Blitz ■ Amiga ■ £4.99 

It's been 27 years since the war with the 
aliens ended, finally defeated during the 
Sidewinder mission. But now, unsurprise 
unsurprise, the aliens are approaching once 
more and, in your space craft, you have to 
destroy thetr base before it reaches Earth. 

Graphics are clear but dreary metallic, 
scrolling's smooth but some sprite/bullet 
movement isn't. Music is wimpy — it's like 
listening to the test card - and effects are 
little better. 

Considering its predecessor, this is a great 
disappointment. True, Sidewinder costs 
twice as much, but its more than twice as 
good a game as this limp f cliched vertical 
blaster. Derivative graphics, the standard 
types of add-on weapons... yer average 
highly disposable budget shoot-'em-up. 
WL 

Machine rating: 43% 



TIME SOLDIER 
Elect rocoin ■ Atari ST ■ 

Originally reviewed: TGMQ18, 
Oh dear. Your fellow commando chap- 
pies have been captured and spread 
through time by nasty old Gylend. You 
must run and blast through different time 
eras, blasting the inhabitants, and res- 
cue your comrades. 

Scrolling 's smooth but way too slow to 
keep up with badly designed player 
sprite. Other characters aren't much bet- 
ter but backgrounds are pleasant 
enough. Effects are weak with decent 
music; however, gameplay is old-fash- 
ioned and unexciting. 
WL 

Machine rating: 63% 






AMIGA 

ACTION 

REPLAY 



TM 




ONLY 

£59.99 

POST FREE 



THE WORLD S 
MOST POWERFUL 
FREEZER-UTILITY 
CARTRIDGE IS HERE 



JUST LOOK AT THE UNMATCHED RANGE OF FEATURES 



AMIGA ACTION REPLAY SIMPLY PLUGS INTO THE EXPANSION PORT OF YOUR AMIGA 500 AND 
GIVES YOU THE POWER TO FREEZE MOST ANY PROGRAM, THEN YOU CAN:- 



I SAVE THE ENTIRE PROGRAM IN MEMORY TO DISK 

Special compacting techniques enablr upto ^ programs to 
111 on one disk. Unique KDOS power means thai the pro- 
grams reload at upto 4 TIMES FASTER than Amiga Dos - 
rum imk-prtKhu it!v nf Lin- earn itli^tv 

■ UNIQUE INFINITE LIFE /TRAINER MODE 

Allows you to ^t-tn-fiiU- muir and even infinite lives, 
fiifl. amino cU\ iVHecl as u irainer mode lo i^el yon 
pissl lliat ' impossihk- ' level. Very easy i<> use. 

■ SPRITE EDITOR 

The tittt sprite editor allows you to view/ modify the 
whujr sprite set including any 'attached' sprites 

■ VIRUS DETECTION 

Comprehensive virus deieelion and removal features to 
protect your software investment. Works with all 
presently known viruses. , 



■ SAVE PICTURES AND MUSIC TO DISK 

Pictures and sound samples ran he siived In disk Kiles 
are ]FK lorm;il suimble for use with all (he major ^raphii' 
and music packages. 

■ SLOW MOTION MODE 

Now you can slow down the action to your own pat e. Easily 
adjustable from full speed to 20% speed. Ideal to help you 
through the tricky parts! 

■ RESTART THE PROGRAM 

Simply press a Key and the program will continue where 
you left off, 

■ FULL STATUS REPORTING 

At the press of a key now you can \iew the machine status. 
Including Fast Ram. Chip Ham. Ramdlsk. Drive status. etc. 



PLUS THE MOST POWERFUL MACHINE CODE FREEZER/ MONITOR 

MORE FEATURE THAN YOU COULD EVER NEED, HERE ARE JUST SOME; 

I Full M68000 Assembler/ Disassembler Full screen editor Load /Save block Write string to Memory 

• Jump to spec! Me address Show Ram as te\i Show Fro/en picture Play resident sample 
Show and edit all CPU registers and {flags • Calculator • Help command Full search feature 

• Unique Cutom Chip Kdltor allows you to see and modify all chip registers -even write only registers Notepad 

• Disk handling - show actual track. Disk Sync pattern Etc, © Dynamic Breakpoint handling 
Show memory as HEX, ASCII, Assembler. Decimal %• Copper Assemble/ Disassemble. 

REMEMBER AT ALL TIMES YOU ARE INTERROGATING THE PROGRAM IN IT'S "FROZEN 1 ' STATE WITH 
ALL MEMORY AND REGISTERS INTACT. INVALUABLE FOR THE DE BUGGER OR JUST THE INgUlSATIVE! 



HOW TO GET YOUR AMIGA ACTION REPLAY., 
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W€ WILL DESPATCH YOUR ORDER QUICKLY & EFFICIENTLY TO ENABLE YOU TO START REClEWING 1HF BFNFF:TSOF YOUR PURCHASE WITHIN DAYS. NOT WEEKS. 

ORDERS NORMALLY DESPATCHED WITHIN A&Hti. 
ALL CHEQUES/POSTAL ORDERS MADE PAYABLE TO.., 

DATE L ELECTRONICS LTD., 
GOVAN RD., FENTON INDUSTRIAL ESTATE, FENTON, STOKE-ON-TRENT, ST4 2RS. ENGLAND 

TECHNICAL/CUSTOMER SERVICE 0792 744324 




Cheats galore as 
Robin Candy 
delves through 
the post bag to 
come up with another 
comprehensive tips 
column. This month we 
show how to solve 
Space Bogue plus 
there's a great guide to 
Dragon s Lair: Escape 
from Singe's Castle 



has arrived at destination 



Space Rogue 



All formats 

A great game very much in 
the vein of the classic Etifa 
Th anks to Peter R odd an of 
Swan ley and Stuart McRae 
from Keith (ft's somewhere in 
Scotland apparently) for the 
fo Mowing tips and solution, 

GENERAL TIPS 

Arming up 

Don't think about becoming a 
pirate or bounty hunter until 
you re armed to the teeth 
Naturally the most expensive 
laser is the best (the Particle 
Beam); they're very effective at 
cutting up Manchi and other 
baddies. Initially, buy the 
Sapphire laser (if you can 
afford it) and then upgrade to 
the Particle Beam later. Plasma 
torpedoes are effective, cheap 
and compact so buy around six 
of them and seven Nova 
missiles. 

Career Moves 

Othe r snips may tie friend or 
foe r depending on what career 
path you take. Becoming a 
bounty hunter is dangerous but 
very profitable. A bounty hunter 



will get attacked by every Dart 
or Corsair in his vicinity and a 
well-equipped ship is essential. 
Being a pirate puts ;i bounty on 
your head and you can expect 
Cruisers, Hunters and the 
awesome Titans to attack you. 

Provided you can find a 
profitable trading route, being a 
merchant is the most lucrative 
way of surviving, although 
Darts and Corsairs may attack. 

Manchi Dog fighting 

Manchi will always attack you 
no matter who you are. The 



resulting battle is always a fight 
to the death as they never 
surrender or give up the fight. 
Ask the Impenal Captain if you 
want news on Manchi. Wasps 
are easy to kill out Vultures are 
a different matter only 
moderately well-equipped ships 
stand any chance against them. 
Getting attacked by two (or 
even three) Vultures is rare but 
invariably lethal. 

Wormhote Jumps 
To enter a wormbole you must 
fry through the Malir Gate with a 
minimum velocity of 21ms, You 
don't have to enter it by flying 
through a hole at either end, 
you can fly through the sides 
with no damage to armour 
Avoid Ion Storms if you're 
carrying perishable goods like 




Brandy and Radioactives. A 
reasonable worm hole speed is 
between 15 and 22 ms; 
practice the sequence and you 
shouldn't have any problems. 

Detour around any Shard 
fields Things get difficult if 
you're attacked by Manchi or 
pirates while navigating a 
Shard field, avoid Nebulae or 
Asteroids where possible. 

Add-ons 

The turbo thruster is useful, 
especially if you regularly have 
full cargo bays which make 
your ship sluggish and 
lethargic, but it's not a 
necessary item. 

Armour plates are worth the 
money To get maximum 
armour you'll have to buy four 
armour plates. Put them top of 
your shopping list and buy them 
when you can afford them! 
After buying them, you have to 
select Repair Armour from the 
repairs desk. ECMs are handy 
for fights with Titans and 
Corsairs. Like the Turbo 
Thruster, though, they're not 
essential 

The Solution 

Firstly, you must get yourself 
some decent weaponry. After 
docking at Hiathra go see 
Qreffian t the Imperium 
Representative, and take your 
Space Pilot's exam. The 
answers to this are: 

1) 3,26. 

2) type 0. 
It; 

4) The imperium. 

Talk to everyone on the base, 
especially Veda (a green 
monster). If he offers to sell you 
some contact lenses, buy them, 
Now go and find Cebak (she's 
the girl who keeps talking about 
Hive, the greatest coin-op in the 
galaxy). Search the space suit 
on the back wall and you 
should find a key card. Once 
you have spoken to everyone, 
go to see the ship outfitter. Buy 
four extra Cargo Pods from him 
then go and buy eight tons of 
either 1Gb RAMS or 
supercomputers from the 
Trader. If he doesn't have any 
of these don't bother buying 
anything. 
Next go to the Micon I 



Street 
Hassle 

Spectrum 

Start the game as normal 
and press L. You will now be 
asked If you want to skip 
levels. Answer 'V and you 
will jump straight to Level 6, 
Thanks to Stephen Moore 
from Liverpool tor that 
cheat. 
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Amiga 

Arvinder Matharu from 
Slough found this cheat, 
Just hold down all the 
function keys while playing 
the game and you'll get 
extra lives. 




outpost. Sell the 1Gb RAMS or 
the supercomputers and buy 
the explosives or some forged 
credits. 

Tne important thing about 
smuggling contraband is to 
remember to have a different 
ilem in your last Cargo Pod. 
That way, you don't usually get 
caught. 

Go and see Sir Eld. When he 
asks you lo do a favour for him, 
do rt. Now go back to Hiathra 
Starbase and deliver the 
statuette to The (mperium 
Represeniattve. Sell the 
explosives or the forged credits, 
but not the supercomputers or 
1Gb RAMS. Return to Micon I 
and talk to Sir Eld. He will give 
you some useful advice as well 
as a Stealth Box. Keep trading 
between Hiathra and Micon I 
until you have enough credits to 
buy a particle beam laser. 

You must now decide 
whether you will become a 
pirate or a bounty hunter. If 
you're a pirate, you will get 
more combat practice and more 
money bul you will also be 
attacked by every ship you 
meet, if you're a bounty hunter, 
at JeasC the Merchant ships 
won't attack you, 

The next item on the agenda 
is to get more armour, When 
you've got 500 armour points, 
and your reputation is fierce or 
higher, go to see Duchess 
Avenstar at the Denephme 
Starbase in the Deneb system, 
She will give you a mission. 
Now go and talk to the student 
on Deneb who will tell you to go 
to Nar'See and say 'RAKBIF lo 
one of the aliens. 

Do this and go back to 
Deneb and speak to the 
sludent again. She will give you 
a Malir Artifact. Now go to the 
Bassruti system. Once here, go 
to the mining station. Save the 
game here as the mining 
station is full of monsters set on 
killing you, 

When you have docked, go 
to the room directly down from 
the docking bay, A monster 
should enter here so be careful. 
You must try to get a table 
between the monster and 
yourself and then run through 
one of the doors. When you a re 
sure that you have lost the 
monster, go to the room at the 
bottom left of the station (the 
one containing the safe) and 



inspect the cabinet. You should 
find some NSBs. Now go back 
to the ship and fly to the 
Arcturus system and go to the 
Micon II mining station. Go to 
the madman in one of the 
corridors and talk to him. Select 
OTHER' and type NSB , He 
will ask you the name of his 
mission, to which you should 
reply 'FERRET. He will then 
tell you to go and see Gut, 

Go to the Koth carrier and 
use the cafd on the locked 
door. Avoid the alarm squares 
and go to inspect one of the 
squares on the top wall. As 
long as you have the contact 
lenses you will find the 
transmutation coil 

Go back to {he Bassruti 
system and soar through the 
vacuum to the Free Guild 
Outpost. Go to Chi^Sha and 
say you are a Rogue. Select 
OTHER' and say LUX-23A". 
Agree to help her and she will 
come on your ship as a repair 
droid. Now go to see Omar and 
demand to see Gut. He wiii tell 
you lo go and dest/oy a Titan 
first. This isn't too difficult as 
long as you have 500 armour 
and decent shields. Once you 
have done this, go back and 
talk to Gut. Explain Koth's plot 
and he wiii tell you to go and 
see a Baakili far trader. Say to 
him 'MANCHI' and offer him the 
Malir Artifact. When you have 
received the information, go to 
see Gut again. He will tell you 
to go to Trochal to steal the 
Chi-Gonger back, 

First, go to the Micon IV 
Mining Station in the Zed N27 
system. Once at the station, 
search behind the locked door 
until you find a Psionic Shield. 
Then, go to the Trochal Outpost 
in the Sigure system and visit 
Vilanie. She will ask you to 
remove the shield — OON'TI 
She will call the guards, so 
quickly unlock the door in her 
room and inspect next to the 
egg Pick up the Chi-Gonger 
and go back to Gut. Go to Zed 
N27 and talk to Professor 
Prosk Give him the 
Transmutation CoiL and ask 
him for the Null Damper, 
Explain about the egg and 
enter in coordinates GC 3409 r . 
Now go to the navigation 
console, and set course for the 
Manchi homewortd Dock here 
to complete the game. 
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W CHEATS 



Chase 






Amstrad 

Amstrad owners are almost 
as bad as ST owners when It 
comes to sending in tips. 
But, fortunately for us. 
Darren Yates from Ashton- 
under-Lyne shows that 
there's still life In some CPC 
owners. Here are just a few of 
his findings... 

Define the keys as S, H 1 O, 
C, K, E r D then redefine them 
to suit your own requirements. 
The following keys now have 
these functions. 

1 ' restart levei; 2 ' skip to 
next levei; 3 ' skip to end of 
game; 4 ' extra credit. 



Retaliator 

Amiga 

Flying high (and landing 
safely) from Derek Stracey in 
Prestwick, 

Load F29 as normal, Then, 
when the enrolment screen 
appears, enter THE DfDY MEN 
as your name but don't press 
return. Now click on the Colonel 
icon and then press return. 
Select battle area as normal 
then select mission control. 
Now accept mission and go 
back to select a mission Play 
the game as normal and when 
you wish to land just press 
enter on the keypad for a 
guaranteed safe landing, 



Sim City 

Amiga 

If your bank manager isn't sympathetic with your city 
building projects and won't come up with the necessary 
reddies try this tip from Mark Traut of Cape Town. 

When the Main City screen appears, hold down the shift key 
and type in FUND. Your money will Increase by S 10,000. If this 
isn'l enough money for your ambitious building programmes just 
repeat the procedu re . 




World Cup Soccer 

Sega Mega Drive 

Also from Gavin Hamer of Camberiey come these goal- 
scoring tips. Goal-scoring is a lot easier if you know where to 
place your kicks. In the first half of the match, approach the goal 
and shoot high, while in the second half of the match It is better to 
shoot along the ground. 



Space Ace 



All formats 

Trevor Saunders from 
London discovered this 
cheat which lets you 
complete the game without 
actually doing anything. 
Start the game, pause It and 
then type 
DOOEMODEXTER. 





mum 



Ghostbusters II 

Amstrad 

Another quick tip from Darren Yates, 

Pause the game and type in AYKROYO for infinite lives. 



Pipe Mania 

Amiga 

Definitely one of the most 
addictive games released 
this year. Level codes only 
appear every four levels and 
to complete the game you 
have to complete the last 
eight levels (28-3*) fn one go. 
Anyway, to help you out, 
David Cuesta from London 
sent in the following codes. 
Level 4 GRIP 
Level S TICK 
Level 12 DOCK 
Level 16 OOZE 
Level 20 BLOB 
Level 24 BALL 
Level 28 WILD 

Electrocop 

Atari Lynx 

Everyone In the office seems 
to he going Lynx mad at the 
moment. And when you've 
played some of the games 
rt r s easy to see why. The 
screen may be small but the 
definition is excellent. I 
haven't seen Etectrocop yet 
hut apparently it's based on 
the classic Impossible 
Mission so It should be 
good. Darren Sale from 
Bideford has been quick of 
the mark and sent in the 
following door codes. 
Level 1, Door 1 , Code: 2473 
Level 1 , Door 2, Code: 9874 
Level 2, Door 1 , Code' 3287 
Level 2, Door 2, Code: 5409 



Level 
Level 
Level 
Level 
Level 
Level 
Level 
Lever 
Level 



3, Door 1, 
3, Door 2, 
3, Door 3, 
3, Door 4. 

3. Door 5, 

4, Door 1, 
7, Door 1, 

1 1 , Door 1 

12, Door 1 



Code: 9284 
Code: 7210 
Code: 3963 
Code: 7395 
Code: 8294 
Code: 0394 
Code: 6021 
, Code: 0293 
, Code: 2987 



Rocket 
Ranger 

C64 

If you own a reset switch the 
following poke will help you 
defeat the Nazis, Reset the 
game and type: POKE 
7363,165- SYS 6867, Thanks 
to Patrtch Van Venetien from 
Holland for that. 

Chase 



ST 

It's been around for a while 
now but judging by the number 
of cheats I've received it's slill a 
popular game. If there's any of 
you who don't know how to 
reset the timer just follow this 
cheat. 

Start the game as normal 
and hold down the fire button 
on your joystick and the left 
mouse button. Whilst doing this 
type in GROWLER. Now, when 
you continue the game you can 
reset the timer by pressing T. 



Ninja Spirit 

Amiga 

Jason Tullett from Sale, 

Start the game as normal and press F9 to pause the action. 
Now press caps lock then the left shift button. The game will 
continue and you will have infinite lives. 




nam* 



The Super Shinobi 



Sega Mega Drive 

If you're still having 
problems with this game 
after last month's amazing 
tips and map, try these 
cheats from Gavin Hamer of 
Ca m barley. 

Go to the Options screen 
and select 00 shurikens and 
start the game. The two zeros 
will join together and you will 
have infinite shurikens. 
Progress to Level 4-2 then 
somersauK and fire at the 
beginning of the level to 
reveai a secret bonus of two 
extra lives. Collect it then die, 



then repeal the whole process 
again and again for more 
lives. 




Ninja Warriors 

ST/Amiga 




The Sales Curve are always including little cheats in their 

games and they've been good enough to reveal to TGM a 

few codes for the great Ninja Warriors. 

Amiga Start the game as normal, press caps lock, type in the 

cheat you require and release caps lock. 

STEVE AUSTIN Press S during play to slow things down. 

MONTY PYTHON All the enemies appear backwards on 

screen, 

SKIPPY Enemies start bouncing around the screen, 

A SMALL STEP FOR A MAN Enemies that jump will disappear 

off the lop of the screen. 

Atari ST Start the game as normal and hold down the All key 

while typing in the following: 

CASABLANCA Turns the screen black and white, 

EAT TO THE BEAT Press Q to slow the action down. 

MONTY PYTHON and SKIPPY will also work on the ST 

version. 




SOFTWARE MUST BE WON; 

Another Tricks 'n* Cheats column draws to an end and the 
tips folder is all but empty. So what's going to be in next 
month's column? Absolutely nothing! Unless you start 
sending in your tips. And just to add a little incentive {as if 
your name in these hallowed pages wasn't enough) the 
sender of the best set of tips, maps or cheats will receive a 
£50 software voucher and a TGM T-shirt. And the address 
to send all your information to is r Newsfield, Robin 
Candy's Tricks 'n* Cheats, TGM* Ludlow, Shropshire 
SY8 1JW. 
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TORES 




ONDON PETERBOROUGH 

01 882 4942 0733 49696 0992 25323 

Full range of Amiga, ST, SEGA, 64, SPEC, AMSTRAD, PC, PCW, 2600.XL/XE. BBC 



AMIGA SOFTWARE 




MENACE 

BAAL 

ARChflPELEGOS 
GALAXY FORCE 
SUPER WONDERBOY 
MILLENIUW 2.2 
ALTERED BEAST 
DYNAMITE DUX 
FIREZONE 
BOMB JACK 

UNIVERSAL MILITARY SIMULATQR- 

WfTH 2 SCENERY DISCS 

SAD COMPANY 

DRAGONS SPIRIT 

FIGHTING SOCCER 

TERftORPOOS 

SOtrTARE ROYALE 

DEF CON 5 

FERNANDEZ MUST DIE 
CAPTAFN FIZZ 
CONFLICT EUROPE 
THUNDERBIRDS 
HKM 

STAR BLAZE 
50NIX 

TERRYS BIG ADVENTURE 

THEXCER 

TAKE-EM-OUT 

AFTHJfiA 

OUT RUN 

WORLD CLASS LEADERBOARD 

BATTLE VALLEY 

ZYNAPS 

CYBERNOID 

EXOLON 

SLAYER 

PHWEEfi PLAGUE 

PACLAND 

PACMANIA 

EYE OF HORUS 

THE BLACK CAULDRON 

BALLISTIK 

TIMES, MAGIC 



ATARI ST 



SHADOW GATE 

DEJA-Vu 

UNINVITED 

THE SLACK CAULDRON 
MANHUNTE R NEW YORK 
LEGEND OF THE SWORD 
SILICON DREAMS 
FISH 

the president is missing 

time a magic 

gold hush 

powerplay 

conduct in europe 

thunderbirds 

navy moves 

rocket ranger 

seven gates of jambala 

HUSTLER POOL GAME 

PACLAND 

IK* 

BOUNCE OUT 
HUNTER KILLER 
1943 

S ARGON HI CHESS 
NIGHT HUNTER 
COSMIC PIRATE 
WARP 

TREASURE ISLAND DIZZY 
BMX SIMULATOR 
EYE OF HORUS 



8.95 
6.95 
8.95 
$.95 
7.95 
7.96 

fM 
&ss 

7.95 

5 95 

t4.9S 
7.35 
995 
fl.9E 
8.95 
7 95 
€.95 
8.95 
7.95 
8,95 
6.95 
6.95 
5-95 

29.95 
7.95 
6.95 
9.95 

6 9H 
9.95 
9.9$ 
995 
6 95 
695 
fl95 
6.95 
5.95 
6.95 
6.95 
9.95 
9.95 
7.95 
9,95 



795 
6.95 
7.95 
995 
9 95 
7 85 
$95 
6.95 
499 
7.95 
999 
5.99 
8.95 
4,99 
5.95 
8.95 
7.95 
4.99 

6 95 
4 99 
4.99 
6 99 
9 99 
7.99 
6 99 
5.99 
4.99 
4.99 
6.99 



SPEEDEALL 7. 95 

SOLDIER SOW 9.99 

CHAMBERS OF SHOALIN 1 4 99 

TIME SCANNER 5 99 
BATMAN THE CAPED CRUSADER 7.99 

CHARIOTS OF WRATH 5.99 

LAST DUEL 6 99 

ARCHIPELEQOS S.99 

STEVE DAVIE S SNOOKER 7.99 
INDIANA JONES TEMPLE 

OF DOOM e 04 

WIZ8ALL 7.99 

GALAXY FORCE 5 99 

STARGLI DER 3 7 99 

MENACE 9,99 

CAPTAIN FIZZ 8.99 

BAAL 7.S9 

TERRYS BIG ADVENTURE 5 99 

ROLLER COASTER HUMBLER 6 95 

ORBITEH 7 99 

CERTIFICATE MAKER H.99 

ST WORD PLUS 34,95 

PACMANIA 7 95 

THUNDER BIRDS 6.95 

$00 CC GRAND PRIX 5-95 

BOMBUZAL 5.95 

PANDORA 5 95 

BATTLESHIP^ 5 95 

DEFLEKTOR 4.95 

GARY LINEKARS 5 >v- 

WIZBALL 7 95 

ALTERED BEAST 7.95 

SUPER WONDER BOY 8 95 

DYNAMITE DUX 8 95 

FIGHTING SGCCA 6.95 

GRAND PRIX MASTER 5 95 

BUFFALO BILLS RODEO GAMES 7 95 

STRYX a 9b 

NEVER MINO 7.95 

BLOOD MONEY g 95 
TRIAD VOL 2 

Tetris. Baal. Menace 1 1 95 



COMMODORE 64 DISCS 



MYTH 4.99 

V£ NOW S7HIKES BACK 3 99 

FOXX FIGHTS BACK 3 99 

FLYING SHARK $ 99 

EXOLON 3 99 

NETHERWORLD 3 99 

SOKO BAN 4 99 

INTRIGUE 4 99 

THE PRESIDENT IS MISSING 3 99 

DEFCON 5 3.99 

PEGASUS BRIDGE 3-99 

ENLIGHTENMENT, DRUID It 2 99 

ARTURA 3 99 
HERCULES SLAYER OF 

THE DAMNED 3.99 

MUNCHER 2 99 

MICKEY MOUSE 4.99 

NORTH STAR 3,99 

SUPER SCRAMBLESIMULATOR 4 99 

GARY LINEKARS SUPERSKILLS 3.99 

LA CRACKDOWN 5 99 

BLASTEROIDS 3 99 

MANIFRAME 3.99 

DE JA-VU 4 gg 

STREET SPORTS SOCCER 3.99 

ACE 2088 3 99 

SDI 3,99 

flint stones 3 99 

APACHE STRIKE b 99 

WICKED 3.99 

ADiCTABALL 3.99 

AFTERBURNER 399 

RUNNING MAN 4.99 

NSh ting SOCCER 4 99 



ALTERED BEAST 4.99 

TUSKER 4.99 

SUPER WONDER BOY 4.99 

DYNAMITE DUX 4.99 

PACLAND 3,99 

IKARJ WARRIQAS 3 99 

FlREZONf 4.99 

NAVY SEAL 4.99 

TIME SCANNER 3 99 

THUNDER BJRDS 4.99 

STARCH05S 2,99 

SUSPENDED 2.99 

DEADLINE 2.99 

TOP FUEL CHALLENGE 2,99 

SUPERSPRINT 2 99 

BASKETBALL 2.99 

THREE STOOGES 3.99 

ALIENS 2 99 

INTERNATIONAL KARATE 299 

ROY OF THE ROVERS 2.99 

MURDER BY THE DOZEN 4,99 

UTILITIES - DISC 

DAVID CRANES GAME MAKER 5.99 

PROGRAMEflS TOOL BOX 4,99 
GRAPHIC ADVEN" I JHr 

CREATOR 5.99 

CALCKfT J 99 

MICROSCRIPT 128 9,96 

MICROCLERK 9.95 

EASY STOCK 9.95 
SWQKS BASIC |R0M|& 

EXTENSION IDISC) U 95 

CERTIFICATE MAKER 8.99 
SOUND STUDIO HOME 

REC STUDIO 2 99 
MACRO ASSEMBLER DEVELOPER 9.99 

LOGO 9.95 

PA2ZAZ 2.99 

P ER SO NAL MONE Y MA MAC ,i ■-: i 

SWIFT SPREADSHEET 9.9S 
GfcOS INC GEO WRIT v;o RD 

PROCESSOR 9.95 

COMPILATIONS 

COMPUTER CLASSICS 5-99 
Zynaps, CauWron II, Dynamite Dan. Aliens. 
Inlc- the Eagles Nes1 

KARATE ACE 5 99 
Way of the Exploding Fesl, Bruce Lea. Kung 
Fu Master, Aveng«r,Samurai Trilogy. Ltcfti 
MeU, Way 0* the Tiger. 



PUB GAMES 

Dans, Skittles, Bar Billiards, Dominos 
Pontoon, Pakot. TabieFoottjall. 



3.99 



PACK OF ACES 4.99 
I ntemaliCKttl Karate, Bouldefdash, Who 
Dares Wine IF, Nexus. 

DURREL BIG 4 3.99 
Sabatour, Thanalog. Deepstfik*, Sigma 7. 



AMSTRAD CPC 



INGRIDS BACK 


2.99 


DUNGEON ADVENTURE 


2,99 


ADVENTURE OUEST 


2.99 


THUN0ER6LA0E 


399 


GRAND PHFX MASTER 


2,99 


PETER BEARDSLEYS 


3.99 


SPY VS SPY TRILOGY 


4.99 


TIGER ROAD 


3-99 


SAMANTHA FOX STRIP POKER 


2.99 


ESPIONAGE 


2.S5 



2.99 
3 99 

2 99 

3 99 
399 
3.99 
2.99 
2.99 
3.99 
3-99 
3.99 
3.99 
7.99 
7 99 
7.99 
5 99 
299 
3.99 
3.99 



GNOME RANGER 

TIME SCANNER 

PRICE OF MAGJC 

FIGHTING SOCCER 

DYNAMITE DUX 

POWtn DHIIT 

R TYPE 

NAVY MOVES 

TUSKER 

ALTERED BEAST 

SAINT & GREAVSIE 

PACLAND 

SCRABBLE 

CLUEDO 

MONOPOLY 

AFTERBURNER 

BOULDERDASH CONST KIT 

GALAXY FORCE 

SUPER WONDER BOY 

AMSTRAD 
COMPILATIONS 



ARCADE FORCE FOUR 6,95 
Gaun'lti" Metrocr-css, Road Rgnner 
Indiana Jones. 

SPACE ACE 4.99 
Venom Slrikes Back, Xewous 
Cybemoid, Northstar, ZynapsTrantor. 
E-adlan. 

10 MEGA GAMES VOL 1 8.99 
North Siar, Cybemoid, Deflector. Triaxos, 
BkKjd Brothers, 

Mask f, Tour D* Force, Hercules Slayer 
ot Damned, Masters of tfieUniverse. 
Blood Valley. 

FLIGHT ACE 6 99 

Alrtrafftc ContrcJ. Ace Spirf.re 40, Strike 
Force Harrier.TorriiTiartawK, ATF 

1 0 GREAT GAMES 3 6.99 
10lh Frame. Firelord, Rana Rama, 
Fighter Pilot. LeaderboafrJ.Rocea 
Survivor, ImpossabaJl. Dragon Tore, City 
Slicker, 

SILICON DREAMS S.99 
Snowball, Return to Eden. Trie Worm in 
Paradise. 



GRAND PRIX SELECTION 
Super Sprint. Championship Spnnt. 
Super Hanoi On. 



3 99 



4.99 



COMMAND PERFORMANCE 
Mercenary, Trantor, Xeno, Hardball 
Bobsleigh. 10th Frame. Levialhon, Cholo. 
Armagedon Man, Shackled. 

CPC DISCS 

LAST DUEL 6 99 

THUNDER BLADE 6.99 

TUSKER 6.99 

QUARTET 4 99 
{War Zone, Ghouls. Gauntly. Muci Buqgv'i 

FIGHTING SOCCER 6.99 

DARK FUSION 5 99 

MICKEY MOUSE 6 99 

P TYPE fi.99 

FERNANDEZ MUST DIE 6.99 

REX 6,99 

AFTERBURNER 6.99 



PRINTERS COMPUTERS SOFTWARE CABLES 
DUSTCOVERS MONITOR PLINTH JOYSTICKS INTERFACES LABELS CALCULATORS 

MIDI INTERFACES DIGITISING SOFTWARE 



LEADS MONITORS DISCS BOXES MICE PAPER 

SOUND SAMPLERS 




SURVIVAL 



WHHIIIIl 



Ever had that claustrophobic feeling? Do you also get the feeling that 
something's following you? Something that keeps changing shape, perhaps? 
Sounds like you've been playing Readysoffs Escape From Singe's Castle, Be 
trapped no more, as TGM reader Paul Hardy (with invaluable help from his 
little sister) reveals the quest for... 





As you may have already discovered, Don Bluth s 
recent game Space Ace is very simple in its 
construction ~ not so with the 16-bit versions of 
Escape From Singe's Castle. The second in the 
series (Dragon's Lair came first, then Escape — 
there have been Software Projects 1 Spectrum, 
Amstrad and C64 versions out for years — and 
finally the wearisome Space Ace) prevents learning 
by rote with an obviously simple (but not previously 
implemented by Bluth) disorientation method. The 
screens are basically the same but sometimes a 
door may appear on the left, sometimes on the 
right. 

In the following tips, to help you counter this 
problem, the position of the exit in relation to the 
rest of the room is parenthesised. Therefore, if it 
says the door's on the left and tells you to run right 
and you find yourself in the room with the door on 
the right, run left. 



THE TILT ROOM 

(doorway on the left) 

When the room begins to 
shake, ptifl down. Immediately 
Dirk lands and the tiles start to 
fall away, push forward. Then 
forward again so that he 
doesn't fall. Once Dirk has leap! 
clear, push left towards the 
door. 

THE CRUMBLING 
WALKWAY 

Wait until Dirk plants both feet 
firmly on the walkway, then 
push forward. Push forward 
again when he's landed. 
Repeat this for all four screens. 

THE SMITHE 

When tho sword begins to glow 
press fire. Then, when the 
sword flies towards Dirk, press 
fire again to knock it aside. To 
avoid the anvil, move Dirk to the 
nearest side of the screen 



THE LIZARD KING 

When DinVs sword is stolen 
follow it. Move in the same 
direction when the Lizard King 
advances. When the screen 
changes push forward and 
watch which direction the sword 
moves at the T junction, Move 
in the same direction When 
the screen changes again press 
fire to grab the sword and fire 
again when the Lizard King 
appears. Make your next two 
moves towards the Lizard 
King. When Dirks sword 
becomes stuck pull down, 
While he's rolling out of the way 
press fire to slay the Lizard 
King. 

THE DOOR KNOCKER 

(doorway on left) 

As soon as the door knocker 
starts to glow push right. When 
Dirk has landed press fire, then 
again when he has drawn his 
sword 
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THE BOOHS 

(stairway on right) 

As soon as Dirk emerges from 
the trap door push right. Wait 
for a Goon to appear, kill it and 
move right. When Dirk begins 
to mount the stairs push 
forward and go left at the top. 



THE MUDNIEN 

When Dirk walks forwards, pull 
down. Wait until the scene 
changes, push forward and 
move away from the river Push 
forward when the scene 
changes and then move either 
left or right onto the bridge. 



When he's near the end of the 
bridge pull down. Now move 
either left or right to enter the 
cave. 

THE HORSE 

(fire on right) 

Wait until the horse has moved. 



then move left, right, left to 

avoid the wall of fire. When the 
horse falls forward push Dirk in 
the direction thai he is facing. 

THE BURNING ROPES 

(entrance from the right) 

When Dirk mutters Oh, Oh', 
push left. Then, when he's 
swinging, push forward and as 
he reaches out for the next vine 
push left, Repeat this process 
for each of the burning vines. 

THE LABYRINTH 

(the first skeletal hand on 
left) 

Run around the maze until 
Dirk finds a large chamber. 
When he pauses, push right. 
As he ducks away from the 
skeletal hand push forward 
When Dirk lands, move left 
then head right and exit 
through the door. 

THE SHAPESHIFTER'S 
CRYPT 

(the crook of the staff on 
right) 

As soon as the Shapeshifter 
appears move left, away from 
the crook of the staff. When the 
lightning strikes, push right 
The screen will now flip, Move 
right, then up quickly As soon 
as Dirk lands on the stairs move 
left towards the hole then up, 
At the top of the stairs poll 
down, then move upward to 
the Shapeshifter. As Dirk moves 
towards the Shapeshifter press 
fire, then fire again as he 
swings the sword. 
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Shintaro Kanaoya 
catches up with the 
fast moving world of 
the Japanese 
console market. 
Who, where, 
when, what and 
why? Our little 
yellow friend 
tells all.. 




Neo*Gec% Who 
Is it? What is it? 
Where is it? Well 
ft s the latest thing 
to come from the 
Orient. It was 
launched on April 26 
over here and looks 
set to give all the 
other consoles a well- 
deserved run for their 
money. Well, actually, it s 
not quite as simple as that. 
You see, there appear to be 
two versions. SNK, the 
producers, launched an 
arcade versio n of the home 
console just ten days earlier. 
SNK, to those who aren't 



familiar with the name, are 
one of the top arcade 
producers in the world today. 
They have created such coin- 
op classics as fkarl Warriors 
and Time Soldiers. Their 
home version came out for a 
whopping 53000 yen (around 
£240); more than even the PC 
Engine Super Grafx. Still, it 
should be released in the UK 
In late summer, around the 
same time the Super 
Famlcon Is launched in 
Japan. I wonder which will 
succeed. 

On to software for the PC 
Engine, In July you can 
expect another CD-ROM RPG 






STOP PRESS! 
NEO-GEO NEWS 

News just in confirms that the Neo-Geo console will be 
coming to our shores very soon. The console is being 
imported by DeGale Marketing of Tottenham Court Road, 
London, TGM will bring you a full report on the machine as 
soon tis it's available. 



called Last Armageddon. It 
features a naked woman with 
red hair, red wings and no 
nipples (obviously ran out of 
sprites). Also a skeleton, a 
minotaur, a stone golem and 
weird blue creatures. Ah well, 
there could be some 
promising aspects to this 
RPG after all. 

Ninjas, There aren't any. 
None. They're all dead. 
(Chuck Morris in NOT a 
ninja.) Yet, games players 
seem to be obsessed with 
them. There are probably no 
four-headed butterflies or 
gun- toting dustbins or good 
Australian pop singers but 
no-one's obsessed with them 
(anyone obsessed with 
Australian singers has to be 
a nobody). So why all the 
fascination with ninjas. Take 
Ninja Spirit for example. 
Totally unoriginal, totally 
predictable, totally unreal., it 
should be a huge success. 

Belabor man Is the subject 
of the latest game of the 
same name. He's this guy 
who wears really large white 
boots, Along with his big 
head and muscular arms he 
can punch, butt and kick 
various creatures that come 
his way. It's really colourful 
and is released in July at £45 
from Namcot. You'd be a 
maniac not to miss it, right? 



Which leads me nicely on 
to Maniac Wrestling. Coming 
out on May 25, it's the 
second wrestling game on 
the Engine, following on from 
Fire Pro-wrestling. However, 
Maniac Wrestling is mite 
different from the previous 
all-action extravaganza. You 
train the character at the start 
for basic skills like speed, 
strength, stamina, acting 
ability (just kidding) and then 
move the character around 
the ring. On contact with 
your opponent, a menu pops 
up with a choice of moves. 
Execute the correct one, to 
either counter or attack your 
opponent, and you'll see the 
move carried out in fuJI gore- 
o -colour rlgtit before your 
eyes. The graphics are 
incredible, and add tons of 
atmosphere. This promises 



to be much better than all 
those that have gone before. 
For a start, it's Japanese. 

And talking of great 
Japanese pastimes: baseball. 
We're already Into this year's 
season, so the games are 
starting to flood in again. 
One of the first that I've 
noticed Is This is Pro 
Baseball 90. It uses the real 
names of people and clubs, 
which makes a change from 
most which wimp out. Apart 
from the realism of the 
character stats, there's 
nothing much new. After 20 
or so baseball games, how 
many new variations can you 
come up with? 

Shanghai has received a 
revamp and is being 
launched as Man Jong 2. 
Very little has changed, just a 
few new layouts and a 
continue option, which is 
strange as they're launching 
It on CD-ROM for £251 Take 
my advice and buy the much 
cheaper original 

Sequels galore. Well, two 
at least. The first is the 
follow-up to Varis It, not 
surprisingly called Varis ItL 



Yawn. The other is the next in 
the Harry series (remember 
Harry in the Sky?}, which 
takes Harry on the Road. 
Next, Harry on a Boat*, 

Nintendo Batman's been 
released, with the PC Engine 
and Sega versions to follow 
soon. The graphics look 
great, and much larger than 
any of the Ocean versions. In 
fact, if you're lucky there may 
be some pictures scattered 
around this page. 

Guess what? There's a 
follow-up to Hasten Saga 
being lined up. R a Stan Saga 
fl (so much for original titles) 
looks really impressive and 
is ready for release In July. 
Also, keep your eyes open 
for Far East of Eden fl, the 
sequel to the amazing RPG 
that I mentioned six months 
back — and I still haven't 
completed! 

Also ready for a July 
release is Special Criminal 
Investigations, the further 
adventures of Tony Gibson 
and Raymond Brody from the 
racing pursuit game Chase 
HQ. Check out the arcade 
game, too. it's great. And 
doesn't Lode Runner Lost 
Labyrinth look like a great 
improvement over the 
previous Lode Runners? 

On the hardware side, the 
PC Engine looks like it will 
finally be getting an analogue 
Joystick. The concept is great 
but the blessed things never 
took off six years ago when 
they came out for computer, 
At around £60 it looks like 
this one will be joining them. 
Still, I've been proved wrong 
before... Sayonara. 
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SOFTWARE CITY 
Ujjj H B.D.C, 21 Temple Street, Wolverhampton WV2 4AN Te l; 0902 25304 
Cm Call us on: 24 Hour Credit Card Hotfine 0902 25304 



ATARI ST & AMIGA GAMES I SIXTEEN BIT COMPILATIONS 



EMC , „ 

A.P.B.- _.„„,„ _ 

AJRBAil, 

AFTER THE 

WJEM SYNDROME™ 

ANT HEADS (CAME FROM THE 

DESSERT ADD-QN] 

ARCHONCOtlECTO*.... 

BALANCE OF POWER 19SQ 

BARSAAIAN (RALACE) 

BARBRAPiAN (BgY5MOSl& 

aARflAfllAN2|PAUC£l 

BATMAN THE MOVIE 

BATTLE CHESS 

BATTLE OF AUSTERLn ... 

BATTLE SHIPS 

BION1C COMMANDO- 

BLACK TIGER 

BLADE WARRIOR „ 

BLOOOWYOH _ _ 

9L0QDWYCH DATA DtSC 

SOMBEP ~ ttii i ittrr 

BAID36 PLAYER Jl» 

CAPTAIN BLOOD... . _ 

CARRIER COMMAND , 

CASTLE MASTER . 

CENTflEF&U SQUARES 

CHAOS STBIKES BACK „,„ 

CHASE HO 

CHESS PLAYER 2150 

CHRONOOUEST2 

CLOLC KINGDOMS. _ 

COMMANDO 

CONFLICTS EUROPE 

CONQUEROR 

CONTINENTAL CIRCUS „ 

CfiACrtXJWN 

CYBCflBALL 

CYCLES 

DAILY DOUBLE HORSE 

RACING , 

DAMOCLES 

DEFENDERS Of THE EARTH .... 

DELUXE STRIP POKER 

DEMOtfS IMNTER 

DOUBLE DRAGON I _ 

DRAGONS BflEATH 

DRAKKHEN _ _ 

ounqeon master _ 

DUNGEON MASTER EDITOR . 

DYNAMIC DEBUGGER 

DYNAMITE DUX .,„ 

E1JTE „ 

E-MOTKW...._ _ _ 

ELECTRONIC POOL 
EMPIRE STRIKES BACK. . . 
ESCAPE FROM SINGE'S CASTLE 

Fie COMBAT P*.OT. _ _„, 

F29 RETAUATOR _ _ _ 

FALCON „ 

FALCON MfSStON DISC _. 

FAST LANE 

FERRARI FORMULA 

FIENDISH FREDOTS 

BIG TCP OF FUN _ _ 

FIGHTING SOCCER . 

FIRE BRIGADE |l MEG] 

FOOTBALL DIRECTOR 2 mmmr 

FOOTBALLER OF 

THE YEAR 2_ _ _ 

FOOTBALL MANAGER 2 

EXPANSION KIT mmmm 

FULL METAL PLANET. „.„ 

FUTURE WARS 

GARRISOW 1 DR 2 

GAUNTLETS _ 

GHOULS AND GHOSTS 

GHDSTBUSTERS2 _ _ 

GIN AND CfllBBAGE 
GOLD RUNNER 1 OR 2 

GRAVITY _ _„ 

GL*ISHP_ , 

kammerrst , _ 

harodrmn 

heaw metal,.,. _ 

hillsfar 

hollwood poker pro 

HONDA RVF 750...._ _....„. 

HORSE RAC1K3 

HOTROD, 

HOUND OF SHADOW 

IMf»0$SAMOLE_ 

INDIANA JONES LAST 
CRUSADE 



... 1199 
. lfi.99 
.... 1«.M... 


19.96... 

. 'sus 

f ft 

. ...1B» 

16.98. 

... 13.89. 

ifi.se.. 

13.99... 



19.99.... 

13.39.... 

... Mttu. 
. '6S9 

HUHU 

t6.».... 



m NtfL. 

... 13.99.. 

1*99. 

NjA.... 

1 &».... 

1699... 
.....13.99 • 
, 19.99.. . 
19.99,, 

...ie.Bft 

e.99 

•6 9S ... 

...1699 

..16.99 ... 

13-99 ... 

MB..... 

.2.99 

NR. 

1B.99 ... 

- -i6.es 

16.99 

..-15.99,.. 

....i3.aa... 

--10.W,., 

.1699.... 
.16.99 .. 

19.99.. .. 
...13.99 



-.'2 99 

... ,13.89 .... 

16.99. .. 

1A.99 

...._...$.»... 

6.99.... 

WML 

'699... 

N'A .. 

3.99 

„ HJM .. 

16.99 
.... 1«99... 

1*99... 

...,,13.98 

. '6 99 

699 

1699 

NJA 

1&99 ... 

... 16.99 

1*99... . 

1399 



9.99 

.fl.BS 

1*99 

G.tt 

699 

1699 
1699 
. . .I& 99 
. 1699 

- ..6.99 

- ,6.96 
.... 16.99 

16.99 

1*99 

9.99 

1999 

...19.99 

699 

. 16.99 
. 16.99 

... lies 

N.A 

1*99 

'699 

N'A 

..1698 
...1399 
1699 
...1699 
,13.99 
-.1699 
13.99 
. .16.99 

-...13.99 
....16.99 
..,.1399 
1399 
'f. P9 
13.99 
. 1999 
...19.09 
...1699 

699 

...16.99 
1 6 99 
16 99 

- 16.99 
. .3.99 

- 5 99 
. 29.39 
...16-99 

•G9S 

-■999 
■399 

-..1399 
.1699 

...16.99 
16.99 
.1999 
..13.99 

..T3.99 

Jim 

16.99 
-.16.99 
... 6.99 
-..-699 
..16.99 

1699 

MM 

..3.99 
16.99 
,16.99 
.16-99 
.16.96 
.1699 
.16.99 
...699 
1699 
16.99 
16.39 
16.99 
.16.99 



.16.99 



INDIANA JONES 

THE ADVENTURE _ 

T CAME FROM THE DESERT 

[1 MEG ONLY) 

INFESTATION 

INTERNATIONAL SOCCER 

WANHOE _ _ 

JACK WCKLAUS GOLF 

JOAN OF ARC _ _ 

JUMPING jACKSONS _ 

KARATE KJDZ. _ 

KENNV DALQUSH 

SOCCER MATCH 

KICK OF „ _ „_._ 

KICK OFF EXTRA TIME 

KID GLOVES _ 

KNIGHTFORCE 

LAZES SQUAD ^ „„„ 

LEATHER NECK 

LESURESUn" LARRY 

LEISURES UH LARRY LOOK 
FOR LOVE 

LOMBARD RAC RALLY _ 

LORDS OF THE RISING SUN 

THE LOST PATROL 

MAJOR MOTION _ .. 

MAM. LTD _ 

MANIC MINER 

MARBLE MADNESS 

MKROPROSE SOCCER 

MflWlNTSfl 

MUSCLE CARS 

iTESTDRIVE2.ADO-ONl_ 

NINJA SPIIRT ...,.„,. 

NEW ZEALAND STORY _ „ 

NORTH AND SOUTH _ 

OPERATION THUNDERBOLT 

OUTRUN ..._.„„_ _ 

PAPERBOY „„„ 

PAUL GASGOINE 

SUPER SOCCER _ „ 

PLAYER MANAGER.- _ _ 

POPULOUS _ _ 

POPULOUS NEW WORLD 

POWERDHFT. 

PRO TENNIS TOUR 

RAINBOW ISLAND 

RENAISSANCE _ _ _„ 

RETURN OF THE JEW...... _.. 

RICK DANGEROUS 

RttK m 

ROBOCOP _ _ 

ROCKET RANGER _ 

RUNMK3 MAN 

SAS COMBAT 

SCREAMING WINGS 

SHERMAN M4, _ .. 

MNOBl.- _ _. 

SHOOT 'EM UP 

CONSTRUCT** KJT„, 

SIM CITY 

SIM CRY EDITOR _ 

SPACE ACE 

SPACE HAIRIER? , 

SPACE QUEST 3 _ „., 

STAHGUDER 2 _ 

STARWARSTRBjOOV ^ 

S T R'!3EF „ 

STUNT CAR . 

SUPER CARS IGREMUNi...-™™ 

SUPER LEAGUE SOCCER ._ 

SLPER WONDER BOV _ 

TV SPORTS BASKETBALL. 

TV SPORTS FOOTBALL 

TANGLEWOOO 

TEST DRIVEL. 

TIMES OF LORE _ 

TOWER OF BABEL. 

TFACKSUrT MANAGERO 

TREASURE ISLAND DIZZY _ . 

ULTIMAS - _ _ „ 

U.M.S _ 

THEUffTOuCHAflUS 

VINDICATORS _ _ _„ 

VULCAN _ _ 

WAR ftl MCDLE EARTH 

WAYNE GRETZKY HOCKEY 

WATERLOO _ ._ 

WPEOUT.... 

WORLD BOXING MANAGER „_.... 
WORLD CLASS LEADERBOARD ... 

X-DUT 

:(ENOMORPH 

XENON 2 MEGABLAST 

XENOPHOBE „ _ _ _ 



1*99 



-19.99 

. 16.99 

— WA 

13.96 

jiaia 



.6.99 
16.99. 



■3 99 

...699 
1699 

.16.99 
1399 

jm 

16.99 

., MtA 
.16.99 
,19.99 
.1699 
...3.99 
1699 
.6.99 
*99 
16.96 
16.99 



MM 6i0 

13.99 1699 

1399 1699 

TB99 16.99 

16199 16,99 

£99. .6.99 

13.SS 13,99 

16.99 1696 

1396 1399 

1699 16.99 

n U& 6.99 

1699 1*99 

.16.99 _1*99 

—1*6* 1*69 

13.99 13.99 

2.98 2.96 

16.99 t699 

13.99 1399 

13.99 1699 

1699 16.99 

...1699 16.99 

.,4 99 4.S9 

—4.(9 .4* 

... 1*99 16.99 

13.99 1399 

19.99 1999 

J*A _..1999 

NjA 6.99 

-29.99 59.99 

• 13-99 16.69 

—Jtfu 1699 

. 9.99 9.99 

....16.99 1699 

,,,.13.99 _....f339 

....1629 _...TBLBB 

....1396 1399 

...1699 16.99 

...16.99 16.99 

- N'A 16.99 

. 16.99 19.99 

, 3.99 399 

. — N/A - 1699 

.. 16.98 1699 

....1629,.,,.. ...1699 

.,..1396 .-.1399 

499 ■VSS 

.16.99-. m 

1699 16.99 

11B9 16.96 

. 4.99 499 

...13.99 1399 

...1396 _...15.99 

...1699 16.89 

NJ(A_ _ 1499 

NVA 1*99 

13.99.. 
. G.99. 
.. 13.99.. 

...1699 

...16.96 1699 

-.1699 1699 



-13.99 
...6.99 
'399 



MAGNUM FOUR 
OPERATION WOLF, AFTERBURNER. 
DOUBLE DRAGON, BATMAN THE 
GAPED CftUSADER 
ST 4 AMIGA £19,99 



GIANTS 
GAUNTLET 2, ROLLfNQ THUNDER, 
1943, OUTRUN 
ST & AMIGA £19,99 



THRILLTTME PTJVT1GNUM 
VOL 2 

IKAfil WARRIORS, BUGGY BOY 
BOM BJ AC K. SPACE HARRiER LIVE 
AND LETDIE, THUNOERCATS. 
BEYOND THE ICE PALACE. 
BATTLESHIPS 
ST A AMIGA £16.99 



THE STORY SO FAR VOL 1 

IKARI WARRfORS, 8UGGY BOY 
BEYOND THE ICE RALACE, 

BATUESHIPS 
ST £13.99 AMIGA £13.99 



UGHTFORCE 

RETYPE. IKr. VOYAGER, BATMAN THE 
CAPED CRUSADER 
ST AMIGA £16,99 



THE STORY SO FAR VOL 3 

SPACE HARRIER, LIVE AND LET DIE, 
BOMBJACK, THUNOERCATS 
ST £13.99 AMIGA £13.99 



3.5 INCH DOUBLE SIDES, 
DOUBLE DENSITY 
wrni LABELS 

1 

10 

25 



0.79 



'6.99 



WINNERS 

THUNDERBLADE. LED STORM, 
BLASTEROIDS. IMPOSSIBLE 
MISSION 2 ST & AMIGA £19.99 



PRECIOUS METAL 

CAPTAJN BLOOD, XENON, ARKANOID 
2, (ST ONLY) SUPERHANG ON r 
(AMIGA ONLY) CRAZY CARS. 
ST £'6.39 AMIGA £16.99 



TRIAD VOL 3 

SPEEDS ALL BLOOD MONEY & 
ROCKET RANGER 
ST & AMIGA £19.99 



EDITION 1 
DOUBLE DRAGON. XENON. GEMINI 
WINGS & SILKWORM 
ST 4 AMIGA £16.99 



MOUSE MATS 2,99 
MOUSE COVER 4.99 
ST & AMIGA EXTENSION LEADS 5 99 
AMIGA 1/2 MEG EXPANSION £59.99 
AMIGA 7, 2 MEG EXPANSION + 
DUNGEON MASTER £69.99 
AMIGA 1/2 MEG + CLOCK t DUNGEON 
MASTER 79.99 



All orders FIRST CLASS Subject to availability Just flllJn th* wtlpon and send 11 
to: -Software City, Unit 4, BOC ?1Ttiriple Street. WrjIvirMmpton, WW 4AN. 

ORDER FORM (Block Capitals) 

Name 

Address 



Postcode Tel No. 



J Name of gam© 


Computer 


Value 1 








Postage 




TOTAL 




POSTAGE RATES - Plaa&e add 50pfor post and packaging on borders 
J undsr £5. Oversells add £1.50 per Ft#m. 
| PAYING BY CHEQUE ■ Cheques payahle lo Software crty 

1 Card Type .....Expiry Date | 







Signature 



EUROPEAN ORDERS MASTER 
• »*«•. CARD EUROCAflD ACCEPTED 
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As revealed before Christmas, Batman is to be 
released on every computer format known to man 
(almost). With that in mind, Marshal M Rosenthal 
takes a look at the Game Boy version to see how 
the Batman gets on in the green scene... 



6330 MX: 




gTQGE JL-B MEATOM 1-2 
SCORE 2060O JLV 





police cumni 5sionfr 
CiURdon: got it. » 



It's going to be one of hits of 
the year. This gams is so 
STUFFED, it puts many of the 
other Gams Boy carts to 
shame. 

THE WEAPONS 

No beating and bathing In 
Nintendo games, so Batman 
comes fully equipped with a 
whole array of weapons. 
MOVES Batman can run, 
jump and duck. Ducking 
avoids bullets, while the 
height of jumps is controlled 
by the length of the button 
press. 

BATARANG Automatically 
fires when enemy come with- 
fn range. 

BATWINGS Up to four 
batwirigs can be picked up. 
These very smaM Batman 
logos fly around Bat's head 
protecting him during hostile 
encounters. Eventually they 
will become corrupted and 
disintegrate. Faster, 
improved wings are available 
later on. 

Your bog-standard gun ini- 
tially fires a puny amount of 
bullets for half the length of 
the screen. It cannot pene- 
trate walls or barriers. 
However, this can soon be 
improved by picking up 
upgrades, 

S HO T Enables rapid fire over 
a short distance. 
WAVE Looks a bit like a 
squiggle, but can go through 
barriers and travel the entire 
length of the screen. 
POWER A very tough little 
gun. 

TRANQUILIZER Flying like a 
sideways tornado across the 
screen, Tf can take out just 
about anything. 
SMOKE The ultimate in Bat 
add-ons, Pick it up and every 
enemy onscreen is covered 
in (holy) smoke and disap- 
pears, 

GUNS These small symbol 



URE PREVIEW 



changs the speed of your 
gun. A normal gun will 
n crease your present 
weapon, while its inverse will 
decrease your gun capabili- 
ties. 

BONUS ITEMS 

BATHEAD Extra life. 
CIRCLES Extra points, 
HEART Extra strength in the 
life gauge. 

STAGE OnWM 

You start in Gotham City. 
Goons attack from all sides, 
so either avoid them by 
jumping on blocks or shoot 
them down. Progress brings 
you to the Asia Chemical 
Factory — and more goons. 
Further on you encounter 
towering girders, which must 
be climbed, and more goons F 
Finally, you enter the catwaM 
over the vats of chemicals, 
and take on the Joker (who s 
stilt Jack at this point}. Take 
my advice, don't get too 
close and don't use the 
t» at a rang (It takes too long to 
return). 

STAGE TWO 

Jump over (or fa If Intel) 
holes, and dodge falling 
debris. Plus the usual 
assortment of goons, who 
now have fireball weapons. 
Reach the Fluggenhelm 
Museum, and add mecha- 
nised machines rolling and 
firing at you, 

STAGE THREE 

Jump into the batwing, firing 
missiles above the cfty. With 
plenty of opposition, of 
course. rHw0\ 

STAGE FOUR 

Fight your way through the 
Gotham C?ty Cathedral and 
onto the climactic battle with 
the Joker. 

Some say Game Boy can't 
handle tough games — that 
the Boy's a wimp. Salman 
crunches that statement to 
the wail and smashes it into 
itty-bitty pieces. Find out for 
yourself when Batman 
becomes available In late 
y. 







DOUBLE TROUBLE 



Two new products for the Game Boy worth getting. 
Marshal M Rosenthal has the inside track from New York 

Solar Striker has such a silly cliche Galaxian clone, with 
your spaceship placed at the bottom of the screen — fight- 
ing off a variety of enemies as they descend from above. 

Secondly, there's Golf, Practice makes perfect here, as 
the program certainly ain't gonna help you I However, it 
does have very informative screens that show the green, 
plus choices of the dub to use. Animated effects enhance 
the basic slowness of the game, and a power meter swings 
back and forth when it's time to hit that little white ball. 
Basically a competent little golf game that's bound to go 
down well with the Japs, 
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THE 

WORLD'S 

'"chain* diamonds 

OF 



CENTRES 



DIRTY DOZEN 

WHY SETTLE FOR LESS!!! 



Southampton 
(0703} 232777 
Fax 232676 

London 01 597 8851 
Fax 590 8959 

Midlands 
(09261312155 
Fax 883432 

Bristol (0272) 693545 
Fax 693223 
Eire (061) 376744 
Fax 376470 



DIAMOND PACK 1A 

DIAMOND DIRTY DOZEN 
ALL OUR AMIGA A 500 PACKS CONTAIN MACHINES 
WITH THE FO LLOWINGS TAN DA R D FEATURES 

• 51 2K RAM + Built-in Speech Synthesis 

• 1 Meg Disk Drive* Two Operation Manuals 

• 4096 Colours • Operating System Disks 

• Multi Tasking • All Appropriate Connecting Cables 

• Mouse 



Baiman The Mauie. Hew Zealand glory. F1S 
hitercepior, Netherworld, Star Wars, Bambiual. 
Clowno mania, Saint & Greavsie. Tabli Tennis 
Paperboy, Mike Reicf's Pop Quiz, Baal, Menace, 
Blood Money. Deluxe Paint II, Micraswitch 
Joystick, 10 Blank 3 1/2 "Disks, Disk Library Case.*"- 
Mouse MaL Amiga Oust Cover, Tutorial Disk. TV 
Mod ul a lor + 23 PD Programs. 



1 a > J | | 
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DIAMOND PACK 1 B 

FLIGHT OF FANTASY 

• 51 2K RAM • Built-in Speech Synthesis 

• 1 Meg Disk Drive* Two Operation Manuals 

• 4096 Colours • Operating Systems Disks 

• Multi Tasking • All Appropriate Connecting Cables 

• Mouse 



, v V ) \ -v \ 



£399.00 

Including VAT. 



CLASS OF 
90'S PACK 

£499.00 



F29 Retaliatory Rainbow Islands, Escape From 
The Planet of I be Monster Robot, Netherworld, 
Slar Wars. Bombuial, Ciownomania.Sainl & 
Greavsie. Table Tennis, Paperboy, Mike Re id's 
Pop quiz, Real. Menace, Blood Money. Deluxe 
Paint IL Microswllch Joystick ,10 Blank 3 1/T 
Disks. Disk Library Case, Mouse Mai. Amiga 
Dusl Cover, Tutorial Disk, TV Module lor + 23 PD 
Programs. 



DIAMOND Z501 

★ TWO YEAR WARRANTY 
★ BATTERY BACKED 
CLOCK/CALENDAR 
★ FREE UTILITIES DISK 
(RRP £49.95) 
★ ON-OFF SWITCH 

£49.95 INC VAT 
£59.95 INC VAT: "IT CAME 
FROM THE DESERT" 
+ FREE DELIVERY IN 
EUROPE 



DIAMOND PACK 2 

If you thought the above 
Diamond Packs were good 
value just lookat our 
Diamond Pack 2! 

SAME AS PACK 1A BUT 
WITH PHILIPS COLOUR 
VISION MONITOR (U.K) 



only £589.00 

INCLUDING VAT 



DIAMOND PACK 3 

SAME AS PACK 2 BUT WITH PHILIPS 

VISION MONITOR BUT 
INCLUDESPHIUPS NMS1432 PRINTER 



ONLY 



"■MI 



DIAMOND PACK 4 

BATPACK. CONSISTS OF: A600, NEW 

ZEALAND STORY. BATMAN 2, 
F1 8INTE RCEPTOR , DELUXE PAINT II + 
FREE MONO MONITOR 



ONLY 



CULM 



DIAMOND - THE NAME YOU CAN TRUST gES? ^WM^ 45 



Diamond Computer Systems Ltd 
84 Lodge Road, Southampton. 
LAN Computer Systems Ltd, 
1045 High Road, Chadwell Heath t 
Romford. 

LHC MJcrosales, 121 Regents St., 
Leamington Spa, Warwickshire. 
Diamond Computer Systems Ltd 
227 Filter Avenue, Bristol, 
Diamond Computer Systems Ltd, 
Ballina, County Clare, S. Ireland. 



CHIP SHOP PRICES 

WE ONLY SELL NEW CHIPS 
ASM CHIPS 

0.5 MB £29 95 INC VAT 1.0 MB £58 95 
INC VAT 

2.0 MB £116.00 INC VAT 
AS90 £319 * VAT 

A590 2 MB POPULATED £439 + VAT 
e UP BOARD CHIP'S 
2 MB £109 + VAT 6 MB £319 + VAT 
4 MB £219 + VAT S MB £429 + VAT 
8 UP BOARD/SUPRA ONLY £160 + VAT 
a UP BOARD 2MB POP £279 + VAT 



★ SPECIAL * 

DIAMOND DRIVE 

THRU PORT 
ON/OFF SWITCH 

ONLY £65-00 

INC VAT 
WITH 10 BLANK DISKS 

£69,00 INC VAT 




YOUR AMIGA 500 
IS WORTH OVER 
£800!! 

When you part exchange it for 
a B2Q0O with an autoboot hard 



disk! 



Phone or call in to a Diamond 
store for details! 



REN DALE 8302 

GENLOCK 
£179 INC VAT 

FLICKER FIXER 
£259 

PRICE 
BREAKTHROUGH 
A590 2MB POPULATED 
£499 INC VAT + 
DELIVERY 

VIOI AMIGA 
m INC VAT 

CAMERA 
£249 INC VAT 

VIDI + CAMERA 
£325 INC VAT 

CITIZEN SWIFT 
COLOUR 24 PIN 
PRINTER 

£295 

DIAMOND MULTISYNCH 
MONITOR 
£295 




47MB Autoboot, Fast File System Hard Disk 
for 67000 - only E39540MS £395 - 28MS 
£435 -111 MB, 23MSE695 



_ HIGH QUALITY 3.5" BULK DISKS 

INC VAT INC VAT 



10,. 
25.. 
50.. 
100 
200 



Add £4.95 for 30 capacity box 



-7.99 
■13,00 
■25.00 
48.00 
■ 94.00 



SOFTWARE CLUB 

For just £20 a year you can obtain 
30% discounts on software! 
Call with your credit card handy to 
obtain your free mouse mat! 



Netherworld 
Star W;irs 

BombuiaJ 
CfowmomajiN 
SJint ft Gr«avsi« 
Tjbki Tennis, 
Paperboy 

M ihn Roid i Pqji QuU 

tm 

Menace 

Blnocfnniney 
Amegas 

The Art of Criess 
Barbarian 
Buggy Boy 
Hi Art Warriors 
Insanity Ffghl 
Mercenary 
T« rrarpods 
Thuntfer Cats 



E5.WJ 
£500 
£500 
£5.00 
£5.00 
£5.00 
£5.00 
£5.00 
£5.00 
£5 00 
£S.00 
£S,00 
C5.0D 
£5.00 
E5.0O 
£5-00 
£S 00 
£5.00 
£500 
£5.00 



PRINTERS 

All primers in our range (tot matrix and Include 
IhefoHowing features ... 

Standard Centronics parallel port for direct connection to 
Amfcja.PCs. ST, Arctwnedes e1c Track* ;>nd friclion 
paper feeds. 
PANASONIC KXP-T124 

24-PIN D.MATRiX PRINTER £*qq 
QKIMATE 30 

24-PIN COLOUR THERM At 

DOT MATRIX PRINTER £T59 
STAR LC-10 MONO 

Multiple torn options from 'rrml panel, ejccellfrnl paper 
handlmgC64/12Q version available £12$ 
STAR LC-10 COLOUR 

Colour vorsion at 1he popular LC-10, allowing ihe effect 
of fullcolour on screfifl dumps {reqtrfes eotour printer 
dfiwictgsoftware). C64/1 28 version available, e 
STAR LC-24-10 

24 Pin version of me popular LC seftas wvlh exceptional 
kJttBrprinl quefcty £1M 
STAR XQ 24-10 

24 PIN COLOUR PRINTER £43g 
(INCLUDES COLOUR OPTION) 
CITIZEN SWIFT 
COLOUR 24 PIN PRINTER 
CmZEN SWIFT 
MONO 24 PfN PRINTER 



£295 



£240 



DIAMOND 
CONFIGURED 

PACKS: 

AT System 
Amiga B2QQG 
AT Bridgeboard 
2Q90A 20 MB Autoboot HD 
Colour Monitor 

XT System 
Amiga B2000 
XT Bridgeboard 
2090A 20MB Autoboot HD 
Colour Monitor 

Baste System 
Amiga B2000 
2090A 20MB Autoboot HD 
Colour Monitor 

Audio System 
Amiga B2000 + 2090A 

Colour Monitor 
Music X & Midi Interface 

Visual System 
Amiga B2000 + 2090A 
A2300 Genlock 
Defuxe Video's 

Phone for our 
incredibly low prices 
on the above 
systems! 



SUPERPIC 

Genlock + Real Time 
Frame Grabber 

£489 



MONITORS 

PHILIPS COLOUR VISION 
MONITOR 

£179 

PHILIPS S833 (U.K) 
COLOUR MONITOR WITH 
STEREO SOUND 

ONLY £199 
DIAMOND MULTISYNCH 
MONITOR 

only £295 

COMMODORE T084/S MONITOR 
ONLY £1 99 



ALL PRICES EXCLUDE VAT. COURIER £5. NEXT DAY SERVICE £10. 

& OE - Al1 P nces correct at time of going to press and aresubject to change without notice. 
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Probably the most respected RPG on the market 
today has reached episode six, and is as close to 
ideal computer roleptaying as anyone has come. 
Yes, it's here Ultima VI — The False Prophet. As 
Paul Rigby goes into spasms over it, he discov- 
ers Ultima VII is just around the corner... 



r 



PC (also Amiga* ST, 64) 

ULTIMA VI — 
THE FALSE 
PROPHET 

Or igirtfMindscape 

The large box contains a whopping seven 
disks, the ubiquitous cloth map, a 48-page 
compendium, a six-page reference guide 
and a black orb of the moons gemstone, 
Roland LAPC-1. AdLib and Games Blaster 
soundboards are well supported. Looking 




Ultima VI is that the whole world is played 
at the town-mode scale! This also moans 
that Origin have not had to re-write the 
Ultima code for each scale. The landscape 
is extremely detailed, far beyond the towns 
in Ultima v*. So, although the total map sur- 
face is not much different, due to the detail 
the actual play area is 16 times bigger. 

After you've seen the excellent introduc- 
tory sequence (especially rn VGA} you get 
to create your character This is done in 
the time-honoured fashion of popping into 
the gypsy caravan and answering a series 
of problem questions. Your answers reflect 
how your character will be constructed. 

Once into the game you'll see that the 
new interface is icon-driven. Don't be dis- 



last thou hast cone to fulfill thy destiny 
e gypsy says. She miles, as if in great relie 

it before ne now, and I sha* 



The 

ADVENTURE 
STRATEGY 
ROLEPLAY 

Column 
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through the credits you'll 
see the game has an all- 
star cast. Apart from the 
talented Ultima team, one 
of the writers is Todd 
Knights of Legend Porter, 
the Play book writer is 
Greg Windwalker Malone 
and one of the co-pro- 
grammers is Gary 
Tangled Tales Scott 
Smith! 

Comparing Ultima Vt 
with earlier Ultimas, a tra- 
ditional occupation for 
reviewers of a new 
Ultima, is more difficult 
than usual. Previous 
Ultimas have a changing 
scale. That is, place your 
party icon over a town 
icon, press return and 
you zoom from the out- 
door scale into the town- 
mode scale. With a third 
scale existing for combat. 
The unique aspect with 




mayed, though, this system doesn't make 
Ultima Vi more simplistic. Actually, it Is a 
necessary modification to successfully 
cope with the extra detail. Every object is 
'live', if you can touch it, you can manipu- 
late, i spent ages in the castle trying to use 
every object I could find, trying to find out 
how each one worked. Each object has its 
own weight, too, so inventory management 
is paramount. 

Icons presented are; attack, cast, talk, 
look, get, drop, move, use. rest and 
begin/break combat. All the commands, 
familiar for thair simplistic, repetitive nature 
In other games of this genre are incredibly 
intelligent, giving very comprehensive stats 
on, and management of. objects. And the 
icon system doesn't preclude typing in 
from the keyboard. Origin have used their 
excellent keyword system for interaction, 



THE ULTIMATE ULTIMA JUST GOT BETTER 



So you think that Ultima VI looks pretty 
good, eh? Paul Rigby P continuing the 
quest for ultimate FRP, chate to 
Richard Garnet about Ultima VII 

The Ultima Vft technology digresses 
greatly from Ultima Vt. Even though the 
visuals are devastating compared to 
Uttima V, Ultima Vt is still created via tile 
graphics. Each image is a 16x16 pixel 
image put together to make a bigger 
world. Ultima Vi is good enough so you 
cant really see that it's in tiles because 
it's virtually seamless. II looks very realis- 
tic, but its not completely froe-form. We're 
still restricted by the tiles as to how big, lit- 
tle or the shapes things could be. The 
Uftima Vti technology, which is still top- 
view, has progressed from the internals 
being object-oriented to the actual graph- 
ics being object-oriented; 

The upshot of this new system will 
result in Ultima Vit having tremendous 
freedom of ctesfgn. The world will be more 
fluid and, hence, more realistic. In Ultima 
Vi, when you walk your character over the 
map they take relatively big steps from tile 
to tile. The Uttima Vlf technology will erad- 
icate that, giving you a smoother move- 
ment with finer detail. 

As far the story of Ultima Vft is con- 
cerned, I would expect to see a whole 
knew storyline, as the present Avatar 
series has now been concluded in a neat 
trilogy {Ultimas Itl-Vf). 

GETTING THE RIGHT 
PERSPECTIVE 

The Ultima series has reached a point 
whereby the 3-D dungeon area has 
almost become a separate game in itself 
Partly because of the differing viewpoint 
and the difficulties of party management 
for large numbers in 3-0 and partly 
because of the sheer size of both por- 
tions. Richard Garriot: When I see Bard's 
Tale and Dungeon Master I say to myself, 
If I had that kind of visual interface to use 
I would do a much different product with 
it. So what we're doing now is splitting 
the dungeons off from Uitima and coming 



up with a whole new series of products, 
which are centred around the first-person 
perspective view." 

Another reason for splitting Ultima and 
its 3-D dungeon was the incompatibility 
with the new Uitima interface. Expect the 
whole-wortd type of simulation, not just a 
dungeon game. Probably with one. 
maybe two, characters. So you'll see 
towns, advanced interaction and detailed 
object movement. Not just the pull levers 
and push buttons of Dungeon Master. 
Incidentally, Richard does have a working 
title for the game he's calling it The 
Dungeons of Ultima. But don't expect the 
finished product until sometime in 1991. 

A WORLD APART 

Will it never end? There is another Uftima 
product under development. Called, The 
Worlds of Uitima it is the title of a whole 
new series. I talked to Greg Malone. 
author of the Moebius series, about this 
one. 

It works off the story of Uttima in as 
much as there are Moonstones and 
Moongates that teleport you to other 
worlds. Lord British (Richard Garriot] him- 
self introduces it and Is, more or less, the 
overseer of the story. It takes you to total- 
ly different worlds — it's no longer in 
medieval Britannia worlds. The temporary 
working name of the first world is Valley of 
the Dinosaurs.' 

So what's the storyline for this stage 
Greg? 

Set way back in an Amazonian-type 
basin, a moonstone fell from the sky. Ft 
has set up a shield that has protected the 
area from the ravages of time, preserving 
all the creatures that have coma into it. 
You are still an Avatar, but a modern day 
version. You are sent to investigate this 
disturbance in the valley which includes 
ancient, long lost civilisations. There's a 
twist to it, too.' 

The game will be a classic Uttima look- 
down game using slightly enhanced 
Ultima VI technology. Expect a release 
sometime before Christmas 1990. 



so words can be typed in to prompt NPCs 
(non-player characters} for more informa- 
tion. 

Player characters are permanently dis- 
played onscreen. Clicking on them brings 
up a Dungeon MasfeMype display show- 
ing whal the character is carrying in his 
hands (sword, food, spellbook. etc) and on 
his body {armour, etc) and whal his inven- 
tory is. It also shows what position he will 
adopt in combat. 

Combat has been changed. Firstly, there 
,5 no combat zone: it s possible to just walk 
off a pathway and into a band of raging 
ores. Each character holds a pre-deter- 
rmned position for future combat {lead, 
flank, etc). So when combat occurs, the' 
party will quickly fall into position (though it 
can be changed in mid-combat). Each 
member of the party can fight under com- 
puter control (which speeds things up a 
bit) or you can individually command each 
person. 

Spells are handled in a similar way to 
Uttima V. However, there's a greater 
choice of spells and the common spells 



have been moved and re-jigged. 

The Ultima VI world is more highly 
developed than its predecessors. Origin 
describe it as an ecosystem. For example, 
each character is much more capable 
about referencing material about them- 
selves. They know what their belongings 
are, they can tell you about their family 
and their business and what they know 
about the world. 

Ultima Vi is incredible. As the game was 
designed on a VGA PC, the graphics are 
impressive, which bodes well for the quali- 
ty and speed of conversion to Amiga and 
ST There's an enthralling plot, untold 
depth, a high level of character interaction 
with an intricately detailed and delicately 
balanced world that will take a long, long 
time to explore. Uttima VI is roleplaying at 
its most creative — witness the state of the 
art. 




pc, cm 

CHAMPIONS OF 
KRYNN 

SSI/US Gold 

Firstly, Champions of Krynn is not the 
sequel to Curse of the Azure Bonds, even 
though it utilises an enhanced engine from 
the Forgotten Realms series Krynn is, in 
fact, the first in the Dragonlance series. 

The basic storyline starts after the War of 
the Lance has finished. However, the drag- 
on armies are planning revenge for that 
defeat Their aim is to quash the forces of 
good with the help of the Dark Queen thus 
making her, and evil, total rulers of Krynn. 

Improvements and changes to the 
Forgotten Realms series are as follows. 
Firstly, magic has been changed to operate 
under three moons (who represent gods). 
Good, neutral and evil. You'll need to 
choose carefully as each moon brings its 
own benefits due to the mage's power 
varying with the waxing and waning of the 
moons. That, along with the need to mem- 
orise and study spells, stops mages domi- 
nating the game. The gods also influence 
clerics who II need to choose a god to 
receive specialised deity powers. 

Combat, although important, has been 
re-designed to a more balanced level. 
There are Jess random encounters, the 
numbers of monsters reach about ten 
instead of the previous 30-40 and the mon- 
ster's hit points are reduced so they're eas- 
ier to kill There are plenty of tough individ- 
uals, though, so don't think you've qot off 
lightly. 

New characters produce new game ele- 
ments Kenders (a cheerful thief-type chap- 
py) replace Halflings and Solamnic Knights 
replace Paladins. The former have the 
unique ability to taunt an opponent while the 
latter have the unique personality trait of 
giving away a portion of their valuables — 
noble fellows that they are. 

Your choice of characters makes a differ- 
ence. For example, only rf you have a 
Solamnic Knight in your party will you be 
allowed to play a particular sub-adventure. 

Krynn is a vast improvement over the 
earlier games. Pool of Radiance had free- 
dom and very little plot while Curse of the 
Azure Bonds had a good plot but little free- 
dom Krynn has both plus, as US Gold's Big 
Bob Mafin succinctly puts it, lots of intrigue'. 
There are a number of sub-plots to draw 
you into the game — even a romance! 

The PC version supports soundboards 
while the C64 will never see a larger RPG. 
Addictive, detailed, with a balanced com- 
bat/magic system that can be recommend- 
ed to combat aficionados. Krynn is SSI's 
best yet. 
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PC £34.99 
(also Amiga, ST) 

LOOM 

Lucasfilm 

Written by ex-lnfocom man, Brian 
Moriarty, Loom continues the graphic 
interface style previously implemented in 
Indiana Jones and Maniac Manson, The 
main difference, though, is that Loom 
uses a unique musical interface, loo. 

You ere Bobbin, a member of the Guild 
of Weavers, 3 secluded race of people 
who actually weave the fabric of reality to 
create spells. They do this with a staff, or 
distaff, which utilises short musical pieces 
to create the spells. 

The highly original and rather involved 
storyline culminates with you, a 17-year- 
old Weaver, having to solve the mysteri- 
ous disappearance of your Weaver race. 
Can you prevent the chaos which will 
surely follow your race's demise? 

The game is centred around its 
innovative musical interface. To 'weave' 
the spell for opening, for example, you 
must type in the four required notes. Type 
the correct sequence and the spell is initi- 
aled. You'll have lots of fun trying out dif- 



ferent combinations of spells on unlikely 
objects. PC owners with AdLib and 
Games Blaster soundboards can enjoy a 
real aural feast. Anyone with a Roland 
LAPC-1 can obtain an additional disk with 
LAPC-1 sound files, Either contact 
Lucasfilm direct or ring US Gold for help 
(Tel: 021-6563388). 

The game comes with three levels of 
difficulty, which all affect how much help 
you are given with the musical interface. 
I'd certainly recommend Expert level as 
you'll get the most out of the game this 
way — not to mention a bonus animation 
sequence. 

Loom may be criticised for being too 
easy, especially for the money you're pay- 
ing {although there is an extra "atmo- 
sphere' audio cassette included). This is 
fair comment but nevertheless it is a won- 
derful experience. Graphically and aurally 
excellent, Loom manages to exude a 
refreshing innocence reminiscent of the 
classic Disney films. Sit back and let it 
flow all over you. 



ADVENTURE 83% 



Amiga 

CHRONOQUEST II 

Psygnosis 

Psygnosis's Chrono sequel begins where 
the original left off. You've caught up with 
your father's murderer so you must return, 
using your time machine, back to your own 
.lime of 1922. Trouble is, the new fan belt 
you bought from Halfords has given the 
temporal turbines terrible gip. The game, 
therefore, becomes a search-em-up. Find 
enough fuel to return home while attempting 
to survive the mythical worlds and their his- 
toric characters. 

On the face of it, Chronoquest II is very 
promising. Beautiful graphics, excellent 
sound effects, synthesised speech during 
interaction and so on. The reality is that the 
game falls apart from poor and restricted 
design. The game is r basically, a French 
product and so it comes as no surprise to 
see the old problems resurfacing yet again, 
as they have in six or seven other French 
productions IVe seen. 

For example, to find the objects essential 
to finishing the game, you need to aimlessly 
click on various parts of the screen. If you 
happen to stumble on an item you will either 
be notified in the text window or a small 



close-up cameo of the object will appear in 
the comer of the screen. The main problem 
is that you'll need to click on just about 
every pixel on the screen in a desperate 
effort to find the hidden objects. This quickly 
becomes monotonous. In fact r finding 
objects is pure luck as no clues are given lo 
their location. Even when a cameo appears 
you can't just click on it to take it, as you 
would expect. No, you have to find the origi- 
nal soot on the screen again, wherever that 
was! Worse still is that only parts of the 
important objects are active. In other areas 
the wrong response was given — when 
clicking on a door the program thought I 
was trying to talk to a person! 

Movement is restncted, you can only 
move in two directions. Also, too much 
effort has been put into the graphics and 
sound to the detriment of the rest of the 
game, which is remarkably empty with little 
to do in each location. Object manipulation 
is too strict as objects disappear if you drop 
them and far too many deaths occur for no 
apparent reason. Do yourself a favour and 
leave this on the shelf. 



PC 

HARPOON 

Three-SixttfPSS 

Harpoon is based upon Larry Bond's board 
game of the same name. The game 
includes a large formal, 77-page manual 
which is squeezed into the fll-fitting box 
with two mini-booklets. One from Larry 
Bond on hints and tips and the other from 
Tom Clancy, friend and co-author who 
appears in print to add a bit of glamour and 
attract a few more dollars. 

I haven't got a hope of covering the 
game in full so here are the salient points. 
In the modem day, you take the position of 
Fleet Commander in what is the most 
detailed naval simulation I've ever seen. 

Harpoon is the master program for a 
range of scenario disks. There are 12 sce- 
narios included. Further scenario battleset 
disks should contain 15 missions each. 
Forthcoming disks will include the North 
Atlantic, Mediterranean and the Persian 
Gulf. The included battleset missions range 
from the command of a squadron of missile 
boats to a full strike fleet in defence of the 
UK. 

Onscreen information is extensive with a 
large database of ships, subs and aircraft 
accessed via menu. This option gives a 
tremendous amount of Info: sensors, 
weapons, area of operation, and so on. 
After choosing the scenario, the side you 
wish to fight, a possible nuclear exchange, 
snorkeling subs, realistic weather, mainte- 
nance failure and ordinance (!) you can 
begin play. During play a staff assistant will 
provide advice and reports. You can play 
with three, simultaneous levels of zoom 
and issue a host of orders (course direc- 
tions, manoeuvre aircraft, change ship for- 
mation, etc). Graphics are excellent, espe- 
cially the high-res EGA. 

Harpoon is an extremely professional 
product which has obviously been pro- 
duced by a very knowledgeable and 
accomplished programming/research team. 
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ST £24.95 

FRONTLINE 

CCS 

Frontline is a squad-level wargame written 
by Alan Lenton. Scenarios include Pegasus 
Bridge, Stalingrad. Guadalcanal, Cassirio 
and two introductory scenarios, The game is 
menu- and icon-driven which contributes to 
a very pofished front-end. 

Unlike most computer wargames, the win- 
dow of play is a joy to behold. The excellent- 
ly crafted backgrounds, which put the simple 
squad "counters' to shame, are a delight to 
use and directly contribute to the game. 
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SECOND FRONT 

SSI/US Gold 

Operation Barbarossa, 22 June 1941. This 
time in history has always held a certain 
fascination for me so I was well-chuffed to 
receive Second Front, me latest block- 
buster from SSI, written by Gary Grigsby. 

The game r as youVe probably guessed, 
records (be German Invasion of I he Soviet 
Union and (he terrible events thai fol- 
lowed. There are four scenarios in the 
game. The two battles for Stalingrad and 
Moscow and two campaigns: from 1941 
and 1942. 

The game is played at divisional level, 



Walls can be used as cover, so can craters 
but crossing a wall, along with difficult ter- 
rain, will eat up your movement points. 

Before play begins you must assign your 
leaders, rated on leadership skills, to their 
squads, This has a direct influence on each 
squad. A good leader can prevent his squad 
breaking due to poor morale, for example. 
Next, you assign the support weapons 
(heavy MGs, satchel charges, etc) to each 
squad, The weight of each weapon affects 
movement if it rs unpacked {perhaps it's too 
cumbersome?). Finally, artillery can supply 
support fire. 

Combat is reminiscent' of Blade's Laser 
Squad in that you must place a cursor over 
the target and hope for the best. Your 
squad's line of sight and weapon range 
(coupled with limited ammo and possible 
jamming) have a direct bearing on the 
result. 

There are many fine features to Frontline 
but the game fails in a few important areas 
Firstly, there is no hidden movement — 
something that would undoubtedly add lo 
the atmosphere In addition, I don't agree 
with the author's line of sight theories. 
Basically, he says that if A can see B then B 
can see A. But what if you are hiding in a 
fox hole? Surely, you d be able lo see the 
enemy but the odds are that they wouldn't 
see you. These two faults also prevent 
other modifiers, such as the surprise attack, 
coming into play. And because of that, i 
cannot recommend Frontline. 



giving you around 150 German and 200 
Soviet divisions to play with. Incredibly, 
though, the battle reports can be accessed 
from squad level!! So you can witness 
bow individual squads, tanks, aircraft, 
armoured cars, artillery pieces, etc. are 
faring This is an outstanding feature 
which makes those rumours about 
Grigsby having the complete order of bat- 
tle for Germany in WW2 absolutely true! 

To speed up the gameplay, though, you 
can bypass the squad-level reports to a 
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CODENAME 
ICEMAN 



Sierra 

Jim Wallis takes a break from producing his 
Police Quest series to create an unusual 
game which attempts to merge the classi- 
cal Sierra animated adventure with a sub- 
marine simulation, albeit rather simplified. 
In fact the documentation emphasises the 
submarine as you receive a USS 
Blackhawk technical manual and a subma- 
rine navigation chart. 

The basis to the story is that as Johnny 
Westland you must breach the complicated 
surveillance of a certain country in the 
Middle East. Your target is psycho terror- 
ists, armed to the teeth, who hold an 
American ambassador captive. However, 
this is just one layer in an intricate web of 
political intrigue. You have an international 
oil shortage, a Middle East country with an 
oil surplus, superpowers who are vying for 
the surplus, the possibility of an internation- 
al incident that could lead to war. and so 
on. 

There are a few odd sequences in 
iceman. For example, there is one point, 
within the initial beach scene, where you 
have lo save a girl from drowning and 
administer artificial respiration. An excellent 
addition to anti-piracy and very educational. 




brief overview of the result. To give you an 
idea, though, at full pelt one turn at squad 
level took me over an hour to finish But it 
is at this level that you appreciate the total 
carnage of the initial, sweeping, German 
assault and the killer winters that followed. 
Playing as the German side I dreaded 
those damn winters! 

If this isn't enough, you are in the posi- 
tion to manipulate your industrial output. 
For example, my initial complement of 
fighter bombers comprised of 
Messerschmrtt 8f11QCs. However, as 
soon as the later Bf110Es became avail- 
able I instructed the relevant factories to 
change production to that variant. You can 
do this with any aircraft or lank. With the 
proviso that the Item can only be produced 
after it became historically available. All 
the dates are in the manual In fact you'll 
see your pool of hardware change as the 
years roll by. 

You have the power to change your 
leaders, who are all individually rated and 
you can create units, including HQs 
Aircraft can airlift supplies and undertake 
strategic and interdiction missions 
although fighter escorts have a limited 
range- 
Second Front is the best strategy game 
SSi have ever produced. The sheer 
audacity of the game commands respect, 
the fact that it succeeds in every way 
demands your attention. 



STRATEGY 



lADVENTUREi 
HELPLINE 



Do ynu play computer adventures? 
Have you tVL-r been faced wnh a 
seemingly impossible situation'.? 

WE CAN HELP 



Our adventure rescue 
team work 7 days and 7 
evenings a week an d will 
be pleased to answer 
your queries. Open 
noon till midnight. 
We offer help with any 
games or arty computer 
-so if you are tearing 
your hair out ring this 
number now! 

0898 338 933 
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The Electronic Battlefield System from Spectrum Holobyte could be 
one of the most important developments in the strategy and 
simulation world. But fust what is it? Paul Rigby discovered all when 
he talked Spectrum Holobyte boss Gilman Louie and play-tested the 
first game to utilise the system — Tank 

PC £29.95 

TANK 

Spectrum 

HolobytelMirrorsoft 



Tank is a very important release for 
Spectrum Holobyte for two reasons. Firstly, 
it's their first simulation in which you can 
simultaneously control more than one vehi- 
cle (16 in ail) and. secondly, it is the first 
release in the Electronic Battlefield System 
(see panel). 

To run Tank on your PC you'll need at 
least an AT, anything else and the game will 
crawl. This is reflected in the box contents 
which give you either a high density, 5 25- 
inch disk or two 3.5-inch low density disks. 
Graphics run up to EGA standard — shame 
VGA isnl catered for. The manual is 154 
pages tong and looks very techie — almost 
like a real tank manual. In addition, there is 
a manual supplement and a last minute 
additions sheet The latter reflects the 
dynamic nature of Spectrum Holobyte who 
continually add and change Information, 
update, improve, etc. Finally, there's a key- 
board reference card, a quick start sheet 
and an option to purchase a tank video for 
£5,001 

There are three levels of difficulty: expert 
mode means that the opposition is skilled 
and your recce information is suspect. You 
have the option to play in day, night or 
default (as presented by the mission) times 
and then you enter the load screen from 
which you pick heat or sabot rounds. You 
can mix and match rounds between all 16 
tanks if you wish. 

The game can be played on a number of 
levels. Either as a classical strategic board 
wargame, a platoon leader or on an individ- 
ual level where you play the tank comman- 
der, gunner or driver (or a combination). 

On the strategy map, you can see the 
whole play area. To the right of the map are 
a number of nested menus. They cover 
movement, the speed of the platoon, its for- 
mation, contact with HQ (to call close air, 
recon or artillery support), intelligence 
(enemy units, ffiendlies destroyed, etc), 




zoom (from operational into first person 
mode), next platoon and next tank, tank info 
(giving illustrations and info about the tank's 
layout and functions) and detach/attach 
(which allow you to move individual tanks to 
and from their platoons) . 

There are a number of outside screens 
which show the excellent polygon terrain In 
all its glory. The terrain is colour-coded, so 



port Vehicular opposition is quite varied, 
including T-72 and T-80 tanks, BMP-2 
APCs, Shilka AA vehicles, trucks with Hind 
choppers and Frogfoots providing the air- 
borne opposition. Ifs a prty there's not a bet- 
ter mix of new and old (eg; T-64s and M- 
60s. F-4s) equipment, though. 

GamepJay is varied, with the opposition's 
tactics naturally improving as the play diffi- 
culty increases. Play can be hectic, though, 
especially if you're controlling more than 
one tank. While playing Tank don't forget 
that your tanks can run out of 'gas', 
although there are refuelling points scat- 
tered around. Trouble is, refuelling takes 
time which is nasty as many missions have 
time limits. 
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light green is flat terrain, while light brown is 
quite a steep slope. You get used to this 
pretty quickly. 

Each tank station has its own set of 
instruments, The gunner has a thermal 
imaging system, a laser sight, ammo selec- 
tion and supply gauges, and a handy tank 
three-view which shows your tank's attitude. 
The driver can select various gears and initi- 
ate the smoke generator. He also has the 
usual driving gauges. The commander can 
stay in an independently moving cupola or 
can pop outside for a look-see. He is also 
able to fire a .50 calibre COAX machine 
gun. Gun fire and explosions are all 
bitmapped to give you a more pleasing 
effect than the exploding polygons 
MicroProse offer in Tank Platoon. 

There are 15 missions in Tank, spread 
around three areas: Fort Knox (training), 
Central Europe and the Middle East, They 
range from guarding a fuel dump, convoy 
escort, and head-to-head armour warfare to 
the rescue of a downed pilot and the valu- 
able reconnaissance information he holds 
within the aircraft's black box. 

Apart from the Abrams (Ml. M1A1 and 
M1A2) your side includes, vulcan-fitted 
M113 APCs, trucks, jeeps, artillery, Bradleys 
with A 10s and Apaches acting as air sup- 



Criticisms? Where is the infantry?!? The 
lack of infantry units is a significant omission 
by Spectrum Holobyte — especially so con- 
sidering the supposed seriousness of the 
simulation. You only have to look at the 
Arab- Israeli wars to see the significance of 
infantry within armoured warfare. On a more 
minor note, J missed the option of a cam- 
paign mission seen in more recent Simula 
tions, where one mission affects the out- 
come of the next. 

Tank is an enjoyable simulation which 
benefits from a great deal of detailed 
research — the operation of the M1 Abrams 
is well portrayed, while the option of being 
able to control 16 tanks is exciting (and 
exhausting!) , The game does suffer due to 
the lack of infantry and, overall, does not 
quite reach the heights of MicroProse's 
Tank Platoon, but hopefully Spectrum 
Holobyte will rectify this in later versions 
(version 2.0 is, I believe, under way), As for 
the invisible portion of Tank (its interconnec- 
ts vity). we will only be able to judge this fea- 
ture when the Electronic Battlefield System 
goes on-line. 
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Spectrum HoJobytes latest 
release, Tank, is the first module 
in their Electronic Battlefield 
System (EBS). So what is IBS? 
Come to think of it, what's ail 
this I hear about Spectrum 
Hoiobyte planning to release a 
host of new and varied simula- 
tions based on the A1 0, a new 
infantry simulation, a new... 
Hmm, I reckon a cosy fireside 
chat with Spectrum Holobyte's 
supremo, Gilman Louie, is in 
order here 

The idea of EBS is an evolutionary idea for 
the development of computer wargames. 
Gilman explains: The general idea being 
that we have a virtual reality in terms of a 
battlefield. So players can participate either 
as a helicopter, a tank or an aeroplane on 
this battlefield. " 

At the moment, Spectrum Hoiobyte are 
working towards this ideal so that, eventual ■ 
ly, there can be up to 30 users flying aircraft, 
driving tanks, etc — all fighting on that same 
battlefield. 

Firstly, we are building each one as a 
simulator So Falcon will have an EBS 
release (version 3,0) which will share the 
same battlefield as Tank, We have an A10 
product, and also a helicopter product. 
Initially, we will bring out the games. Phase 
two of the project will be to allow people to 
use modems to fight one-on-one. Then the 
last step is to, over an electronic network, 
alfow 30 simultaneous users to participate/ 

Spectrum Hoiobyte already have an 
agreement with a networking company so 
that a mutually developed system can be 
produced. Therefore, anyone with an EBS 
game (Tank, Fatcon 3 0, etc) can use the 
dial-up section to immediately log-on to the 
network, The player will then be able to 
jump right into an ongoing battle or can cre- 
ate a new battle, I wondered if Gilman could 
see any difficulties with Europe as a whole, 
not being as mod em- intensive or as devel- 



oped as the States. For example, over in 
the States peopte can play an on-line ver- 
sion of 688 Attack Sub, Sim City, Harpoon 
and so on. You don't see that kind of thing 
over here. 

I think if the challenge is interesting and 
people like our products, they will explore rt 
and look at going on-line because it's a 
whole new experience. You're fighting with 
30 different people that you don't know (they 
could be in a different country), and you're 
all co-operating with each other against the 
computer — mere's a sort of magic that 
takes over in (he gameplay/ 

The networking system will be commer- 
cially available in Europe some time next 
year. In the meantime, Spectrum Hoiobyte 
will be working with Mirrorsoft to see how 
best to utilise the system. 

But what of the new products that will 
form the backbone of EBS? You can read 
the review of the first EBS game, Tank, in 
this issue. What else is to come? 



HELI SIM NEXT 

Spectrum Hoiobyte are keeping ultra 
busy at the moment Next on their 
shopping list is a helicopter simula- 
tion. This simulator is still in the early 
design stages. YouMI be able to fly 
either the Apache, LHX or AHIP. The 
latter is only a design proposal at the 
moment and so the Might model, like 
the LHX, will be largely based on 
guesswork. The AHIP is a single-seat 
attack helicopter proposal which aims 
to be a mixture of scout and light 
attack helicopter. Similar features seen 
in other games like A10 and Falcon 3.0 
(see box) will feature in the copter sim. 
You will also be able to command a 
squadron of Apache AHA P/ LHX craft. 



'A10 and Falcon 3.0 (see boxes] are the 
next products on the list Falcon 3.0 will 
allow you to fly multiple aircraft (F-14. F-1S F 
F-16 or F-1&) simultaneously. It's very cam- 
paign oriented, a bit like the Mission Disk. It 
will have lots of machines on the ground 
fighting each other. You are basically a 
squadron commander. You pick your pilots, 
make your assignments and then hop into 
one of the aeroplanes. You take off and your 
squadron takes off with you.' 

So is this a Flight of the intruder hybrid, 
which has a similar sort of structure? 

Yes, but this one is current day. We have 
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S 2S.ll SUfE™ KoJo Me's lirst flame using the revaiuliEHitry Electrode Battlelleld System which enable* players 
to cwilrol more than one vehicle (16 in lact). Available initially only lor Ihe PC. 
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INFANTRY SIMULATOR 

^!f ntry / tmu l at °i '* the f,nal EBS modu * c Panned by Spectrum Hoiobyte {for 
the moment} and scheduled for release early next year. In the game you com- 

2El a «!?i! ° m T and 8 Brad,e V APC ' Gi,ma " Louie > Spectrum Hoiobyte* 
man in the know, continues... ' 

The basic concept is that you sit in your Bradley ARC, then you go to dismount 

E2?ii5^ yOUT ,ar9&tl : ¥oU havfi * Variety of ^i^rent welpons you can 

ST .2* yoU ' The game squires a much higher fidelity 3-D world because you'll 
be walking around, not just driving. You then set up your various infantry posi- 

The game will be viewed in a pseudo-first person perspective (as In Die Harch 
~h !"? V ° yl *:* your ** u *<* and Bradley APC. The interface will be 

t^^^^T 7 * nk ' You wMI * abte 10 ca " a " the supfK>rt that * ou 



added the brand-new terrain system which 
is very similar to the system you see in 
Tank. So you'll have rolling terrain that you 
can fly over — down in the dirt. Falcon 3.0 
will be the first product that has a real flight 
model put into it. It is a non-classified model 
which you will be able to take advantage of 
with a maths coprocessor [see box]. This 
will fly as best as we're legally allowed to!' 

The startling news that Spectrum 
Hoiobyte are planning to utilise a maths 
coprocessor is a measure of the serious 
stance they take when developing their 
products. My only reservation is the cost to 
PC owners of such a beast and the installed 
user base of such a chip, which must be 
pretty small. Nevertheless, this feature 
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■ When setedijig smiiiunillon lo carry In your 1ark r a 
detailed descriptJcn of the weapon will appear. 

should only be viewed as an option, Fafcon 
3.0 will be eminently playable without the 
chip. For the lucky few, Gilman describee 1 
the specific improvements with the chip 
installed. 

The chip will improve the feel of the 
plane. None of the games on the market 
honestly feel like a real aeroplane, They 
move kinoa ratchety, almost like rocket 
ships in some ways. Everything from the 
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wing load, the air resistance of the aircraft 
the angle of attack, the way momentum is 
generated when you're making specific 
manoeuvres — all that will be accurate 
because we're taking it out of a real flight 
model and putting it into the game. 1 

The next generation of flight simulations, 
beginning with Falcon will see the 
introduction of highly developed artificial 
intelligence routines. With Falcon 3.0 not 
only will you be able to command a 
squadron of pilots and their aircraft, but 
each pilot will have their own, specific per- 
sonality. "If you think of a pilot, you have a 
couple of different factors that determine 
the quality of that person. You have the 
Ace Factor. The Ace Factor is the maxi- 
mum potential a pilot could reach if he had 
all the experience in the world. Your pilots 
have a variety of different Ace Factors. So 
how good is that pilot in air-to-ground mis- 
sions? How good, tactically, is he in air-to- 
air missions? Does he have good eyesight 
(can he find targets before they find him)? 
Does he have a high fatigue factor? Will he 
run from a bad situation or will he stay in 
the fight? All of these characteristics will be 
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■ The Ml Abrams is jus! one □! Ih« tanks available Inr uta in Halflbjfti'i TanJc. On picking \\w lank you wish to control 
you flflt lo start an one ol 15 missions spread around Fort litgjt, Central Europe and the Middle East Opposition comes 
in the lorn* ol T-72s and T-M tanks, ShiSka M veaiclos wHh Hind choppers, and airborne Frogtoots. 



THE MATH PATH 

IBM PCs and compatibles are not normally supplied with maths coprocessor 
chip* as standard so you must buy them separately. Although, fitting them is a 
simple, rive-minute job. Maths copros are excellent at speeding up a variety of 
mathematical calculations. So spreadsheets, CAD, 3-D art programs and other 
graphical programs fairly whizz along with the aid of such a chip. The only provi- 
so is that the program must recognise the chip's existence to take advantage of It. 
Which Is the reason Fafcon 3.0, the first game program to utilise the chip, will 
benefit and not Fafcon 1.0. 

Some advice if you're thinking of investing. Firstly, they are expensive (£50- 
£350 depending on your PC). I'd only advise you to buy one rt you're likely to use 
it for other programs (CAD, spreadsheets, etc). Secondly, you must buy the cor- 
rect chip. If you have a 8088 or 80fl6 processor in your PC you'll need a 8067 
maths coprocessor ATs with 80286 or 80386 will need a 80267 and 90387 chip 
respectively. Oh, one other thing, always buy a chip which has the same proces- 
sor speed as your computer So, a 10Mhz PC using a 80286 processor will need a 
10Mhz 80287 maths coprocessor. 

At the time of writing, there was no mention as to how the Amiga and ST would 
use the extra mathematical routines, or if the routines would be coded into the 
Amiga. ST versions at a II I 

We tofd you months ago that a PC with all the extras was the best games 
machine around. Perhaps, now, someone will believe usE 



A10 SIM TOO! 

Spectrum Holobytes Gilman Louie 
tells T6M of their next multi-plane 

sim. 

A 10 is, what we call, flight based: 
meaning that you can command up 
to four aircraft. Like Falcon, it's multi- 
ple missions. You start oft In a partic- 
ular war and you run up to four 
flights a day, focusing on the air-to- 
ground mission. Your Job is to sup- 
port your tanks as they make their 
run onto the enemy as well as 
destroying enemy tanks themselves. 
The flight model Is very accurate — 
not quite of the Falcon 3.0 (see box) 
order, but this one doesn't need a 
maths coprocessor. It's a much high- 
er fidelity flight model than anything 
else in the marketplace. We've put a 
lot of work into the terrain so that you 
can fry low and fast at tree-top level, 
between the valleys and the moun- 
tains; 

In a similar way to Fafcon 3.0, the 
mission you fly will have an effect on 
the next (a campaign mission, in 
fact). So, if you seriously mess up in 
the first mission, things might quick- 
ly get out of hand later on. 

You 11 experience a lot of ground 
calls directed to you, and radio mes- 
sages will be passed back and forth 
with the tankers below you. In fact, 
the campaign and radio chatter fea- 
tures appear in all of Spectrum 
Holobyte's EBS games. 




put into a pilot along with a list of favourite 
manoeuvres. That information makes up 
one pilot.' 

So each pilot, if he's not shot down dur- 
ing missions, will gain in experience, 
becoming a better pilot with time. In fact, 
initially, you'd have to send each pilot that 
you are training to Nell is Air Force Base 
(air force) or Miramar (navy) to run through 
practice missions to build their skills. Then 
you take them to a theatre of war You'll 
have to carefully manage your pilots 
because you will end up with different pilots 
at different levels and ranks. During flight, 
pilots will work co-operatively with each 
other, responding to each others' radio 
calls. 

Take a look at the new games that 
Spectrum Holobyte are planning to pro- 
duce and you will see that they are attack- 
ing the simulation market on all fronts! 
Individually, they sound awe- inspiring — tie 
the whole lot together into a networked 
EBS system and you'll have the game of a 
lifetime on your hands! Over the coming 
months, TGM will be keeping a close eye 
on each new EBS release and, ultimately 
the final network system. Stay tuned. 
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520ST-FM SUPER PACK 



ATARI 



^„..r*» -a*™ 




1Mb DISK DRIVE 
£450 OF SOFTWARE 

ARCADE GAMES 

Artiwiotfll imagine 

Beyond Th» Ice Paiwze ElUtr 

Bitch; Lamp Firebird 

Buggy Boy EMa 

Choppei X Masterlrcnic 

Ikan Warn on Elile 

Marbkt Madness Electronic Arts 

Q«»dnH?n LOgolron 
R*narama Hswiun Conrsullanta 

Relum Ta Geni-ws Firebird 




Hoacfivar* 

T*iJ Dnme 
Thrust 
Tliundtreala 
WiibJli 

JStriOn 



Melbourne Houke 

',1 r : r 

EkJCtromc Arls 
Firebird 
EM* 

Mel bourns House 
Hewson Consultant; 



£19,95 
E19.K 
E19.9S 
E1S.95 
£9,99 
£14.95 
£24.95 
£lft.95 
£19.95 
E1-9 95 
£1* 
£tfcH 
£24.95 

E1995 
£19.95 
E 19.95 
El 9.99 



SPORTS SIMULA HONS 



**r *lar. jjfioi Pack, it irtu* lor ii p cm Mjrt lu gri <in ic- » nyng nan 1 
■n* ny. bet* m afii*namiri«fii wftwan Tub Pao huvq * KOSrfM 
with **** ■ hrflt * I Urn diM i»i«. over HSO o* il* and ■ 

inyinck ir &uy tut- Sopat Pick *i 5>iig« Shop Mil ago cwr own ST 
airw Kn ?Munh Ufa rani Free W Charge Helwn ir> coupon fcy MM 



Eddt* Edwards Super Ski 
Second* Qui 
Skimmer Olympiad 8*1 




Ehle E19.95 
T/nesoti £19,95 
Tj^ne&o^ E19.95 

PRODUCTIVITY SOFTWARE 

OrganH*r TriangiB Publishing £49 95 



JOYSTICK 



Atari Corp £4.99 



(NCLUblNO VAT 



Atari CK4D JGyitiek 

FREE ATARI 8UNDLE VALUE £458 97 



With SM124 mono monitor. £496 



With SCI 224 colour monitor. £698;:- 



1040ST-FM PROFESSIONAL PACK 



NOW WITH TV MODULATOR 

For 1n« serroui hnme usai and Ihn imall business., we ar-e 
pleased (Ci announce, a ne* pftt^aue basnet around |ive 
'MOST FM The 1040ST-FM nas 1 Mbyte HAM am) 4 
IMOyte built-in- dick drive In addition In* 1M05T-FM 
n?*w whgb wdh a tv modulator built-in <Tnp pr^ywuaiy 
available 1M0ST-F wire dwignaq tor use with a monitor 
cm? and flu not come *«t*t a modutaior ) Tr>tii modulator 
allows Itw- 1W0ST-F to h» plugged directly into any 
dOmes-lic TV »t. and i; tines compile wUh a lead to 
allow ytou 10 do wi The n*w 'Professional Pach 1ro*n 
Silica mtludea the nr* 1O405T-FM wilh modulator plus 
■our high quality software package, including A spread 
Jhwa. database, word processo* and programming lang- 
uage This PfOt*SSnj»ial Pacfc - sottm>e wilt on ah Is you to 
0*1 Straight dnwn to buSirtea^ wilh your nf. w r.un-.pute* Ir. 
•d*tion tu ims scHiware ^ w onh E3841M) 11 you buy ir* 
ProHasSKSnal Pat* from Silica Shop, you will also rec*n« 
Ih* Silica SLT 51aner Iwcvrth g««f £M0/| Frw Ol 

Chsrge Hel urn 1h* coupon fo* lurther informal ion 

£499 




IMCUUDINO VAT 



With SMI 24 mono monitor £598."- 



With SC1224 colour monitor £798';:- 



ATARI KWJST-FM fConip. m E499.99 

VfP PROFESSIONAL |3preauw»si> £149.95 
MIC R OSOFT WRITE i rj Prooewtirj £149.95 

SUPER8ASE PERSONAL iraiatMMi £59.95 

BASIC DISK A MANUAL i Ld'-iou jge i £24.9fl 

NQflMAL RRP. 32 

less discount - caas s? 

PROFESSIONAL PACK PRICE: £493,00 



2Mb & 4Mb MEGA ST 



ThB- Mf Ci* 5T conripiilEfS ar» Itytfld «t 44 hghlwoiorit Mwybijard *iIti a Mtpaiaie CPU. 
tcnneclad t*r * Wiled l«*Bprttin* style canl? Tr^,r e are hro hrrsiom of ir« MEGA 5T 
or* *irri JMbyle* ol RAM and |ne diner wlh 4Mby1ns EBC" rtrri-jn haa a lMbyie 
Doubhi ncted disk drive buiH-in lo lh» CPU u*IH Tho MEGA S»'4 «) noi tiJme *Hh 
mo-Juialar bi»fl in and muil liwrefoni be uiwt *HH a rhrxniw Witfi m*ry MFjfjiA 5T 
purciftied we will add Ina ^foieflBMJnfti Pack soMwar^ tiMrjnn C3fl4Mi -delatHid 
Ibava plut lie SH- 
IM 5J Slartur Ki< 
l*:nih o<ttt £20Q) 
huh Frot Of ChUfffir 
Helurn l*ie coupon 

lurrvidnei oewt 



2Mb MEGA ST 

£890 

♦ mono man i1o r £99fl 



4Mb MEGA ST 

£1199: 



■ mono mcmiiur £1298 
*COlotjf moniior - £119$ I ♦ colour monilor = lh9lH 




DTP PageStream £149 



E171 35 



DtUlpp (*Lt>ii»-.rfl |DTP| .1 ,*Te o" me iaalnr g*i>n^| w nc^nuns ^jr otner.u 
uiirw.iicr* w e are dIhmo in jnvjurtce ■ pcwwlu? ccm (HC-Ltge lor IT» Atari ST 
Ll«*a P*flr5l^am PagaEr-aim [1*9 i-W E1T1 jrfl tociuse II 

»>n .hi- r< Aiar. iO*OST tod * Saikcrir'a SPiBan prmltr y«u e«« to up and 
njrHM^ Birr, « «impiele s^lam Idt w*t m«n tiDoo sop>* qr m» luium crl 
l ajeivii". t/n Irjini ka |h« r-cfhl ir Y cv wbuU nt* 'urtrnr .rior-muion «rt ah» 

P'HB'lf-- CMTip»f» ar-J -slurr |ti* CDupOn TJirtX* liking Iflf QT-f ggi V\* Z<.VCfr 



■ TFiT-rLtJW AROUND GRAPHIC f. 
- ftOTATIO* O* ttKT A GAAPHICS 

■ slant cm rwiM any object 

' POSTSCRIPT I": ftMSJAT-UL L 
" TAD FUNCTION 

' »UTO MANUAL KfflNINCi » HVPMEKATiON 
* CSBOUV1MD OF OBJECTS 



I' TOW »fe*ffy crwr in Alar, S T computar and waold I kg 10 m -4^M E red on o,^ mailiM hat ai H n 
ST usar lp ^ k We will ba> plHied 10 send ycH. cop*? pi oi/f j>r«a hits and norailelterB 
FREE Of C^AFKit ii tuey Ktoma iMDiiat>« CJfflprMe i»ib coupon jntf r«ur*i it to du* Sidcup 
tjruxn j-.j aerj.r ^KpanancinQ a ipecitbst S T wtmic* (he^ ia secaryi lo r-gna 



#Td: Si lii 

|PLE 



The raftgw O* Ara 1 - ST Li.r-ipulrra cWprs sc^ne'i'ng Tor e^e i -y Froni ihe g;n-irs nn^hi:jmsl 
•who wants ihn- challenge of trie *ery oesl in arc*d« action 10 th? rjM*inKsman *no warns to 
'npkr* li/vanciai torecasri w fa.j i<e*i prrj5Emrain>r.s Ttw S f o^ers hrgu» quflltry gr^iphiO, 
soiiod and speed Tor ct>» gMimer. wtcIbjI providing a last user friendly and alfordabie sc ulion 
to bu»in*H The ST ia now firrnlv «$i»bli*b«d in trie horns Environment and boasii a weailri 
o' uwrs in education, local government, teteviaion, and: a vaneiy tit chrTertni b.rtm&ws 
SOITware for Um? range strelchei 1u CCiwrr applications » drw«r» as brVT tFtT AiNVEN" 
ACCOUIVTS. ART, COMMUNICATIONS COMPUTEfi AtDEtr DE5IG^ DATABASES 
DESKTOP PgSHSMlNG. EOUCATlON. MUSIC. PROGRAMMING SPREADSHEETS. WORD 
PROCESSING and more For a (cili h$e t}t in« joltware available, as we m as deiaila ol the $T 
range, complete and reiym me coupon bt-icny *»*k-u**b ii« 



520ST-FM EHPL0RER PACK 

WITH BUILT-IN 1Mb DISK DRIVE 




i 



Tht value lor money oHerecf by the Alan ST rar»ge is reflecled in- tfw. E*plofer Pack 
lealurirvg the 520ST-FM compuicr wi1»T 51 2K RAM. The S20ST-FM co*npu1er now 
comes *ith a bL,ill-in 1 Mb double sided disk drive as. well aa u Pre*- n>ouse conlroiler 
and a duilt-ifi tv modulaior The nE* &30ST-FM Explorer Pack includes the 520ST- 
FM compurtdr. the arcade game Raruirsm*.. » tutorial program and some useful 
disAtcip acoBssones. In addition, ir you bty ir»« Explorer Pack from Silica *f will 
give you the Silica ST Srane-r KH worlh ovE;r £200, FREE OF CHARGE Heium ttie 
coupon loi delatls of our Slarter K«t and of Ihe fuH ST r&n<3fi 

£260 




+ SM124 mono monitor. £398 :i. 



£299 

SClr?r?4 colour piomtor. £598 



WHY SILICA SHOP? 



Btltn xm oec»* when id tup roui r«w *.!»-, ST 
CDmpuieT mfi ii^g«l yff, im<dv *t*y C*elij»lv WWEPf 
T0l buy >1 'hrre wn MANY enrparnn **W> caa UteJ 
rP'- a enmrxam. t Itm W»it^erjte and 1he kip ton utlling 
lives Ttwrr ant f 1*01 wmpiniBS wtio iar. □rip * aide 
riAflti ij uruflucla tar your camjiulir am) Pitwn adv>ca 
and hnlp -Mr rtflM 4 Thnnt a ONLY Utrf 
compary w*id can pfotioa IT* lirgefl range al Aran S T 
ratatBd Bmdweai ilha Url » *.,>■ • r, Aiai SI v*daw 
iHctinicaf haltilkna wt m^JepVi after upporl oc 
Ijdih^ Irw ie«slal!an arc br^ohgrn drliiertd CO your 
door Itf tt l&f-C as you require after you purchase you' 
computer That ons C4"Wiy 4 S4icl St- op Wn hata 
tJWT' cifdbliircc' >n Ire hnmn campvltr (4ttl 131- lei ret't 
*ilh anry>M tu*ro«» m exceu'crl Ca mincf ard cjr< 
now ciajm ig rna*l cirt^rmefl feduirtnirnls anttl ar 
accuracy and Lnderslanding, artiidh qj tHQOfl to none 
&ul niX' I i^ll laLe jur wuf-d Ic* il Conplfla anQ n*>m 
fir CDfacon balovt *or (k> latrST utedrljie and begm Id 
expedience f>r Silica Sfvap kkhiu Aiai> Wf.ice 



SiLICA STAflTfft KIT A.jrm dw paj F-REE 
■un in^'v Aliin 9T csim(R/le< tuT.ifjW iicw S<Uca 

fWOF£SSrCMMI WtCX. Ire? buune*- io#i*arf 
■■If W4C5T F« fend UFCi* ?T > Uiii^ri r^yrv ;,|, U i 

DBUCATtO S&VICIHO: 7 .*>ni*Aaif»tnfeMd 

ilan Mitn ymra of tuMtdnta nr Auri vimr^ 

me full stoca RANG* ■•■ ..< Man 

■eqy* ements Irani or* pJace 

AfTffl iaifi SUPPORT 

dedicatKl la help ynu ipt via »ii r>iHt> yix* SI 

flff fMfAcOCiUE'S "^n i-r iIuhi 1 h hemw 

■i aoon> ai aw pnt-t nrawi 1a*1nring ultsri 4A win 

ill of ■the nem rrdjaan 
fft££ UVCtmHiHT DEIIVERY 1 
cderi a/ivpod wr*i" ipb LfK i^najma 
fft/Ci MA r CM l^WOaWSf Ifl * rat* 
Blilot ci" a urr« picdiici um« p*ii* hatik 
^Pff TfCWWCaj. HfLPLtNE: I . . il t.r* 1rwi> nl 
*larj »acfv..;al erfwnv .ilanyt nl Y'Hi' wriiil* 



FREE SILICA STARTER KIT 
WORTH OVER £200 

WITH EVERY ST - RETURN COUPON FOR DETAILS 

ALL PRlCES_QIJOTED INCLUDE FREE UK DELlVfcRYJ 



To: Silica Shop Ltd, Dapi 23 Crash 69Q a the Vews. HaTheney fload Sidcup 

PLEASE SEND FREE LITERATURE ON THE 



Mr Mru fv's 



In-luli 



Siirnarr.e 



SILICA SHOP: 



SIDCUP {.At Mail OrrifjrJ D1-.109 lili 

f-4 TftG Mews HatftOrtfy flloacT, StdCtip Kent DAi 4 4 QX 
QPtN: MQN SAT 9rtm .s ..luJp.Ti LATE NtGMT: < S. ■{-•'■- - -V.^ti 



LOMDON 01-5HU 4000 

5^ Tottenham Court fload, London W1P OB A 



LONDON 01-62d 1234 ext 

Seifndg^i > 1st tfo&r>. Oxford Srrt'et London WiA 1AB 
GPttt: MQtV-SAT S.w H Wnn, LATE HlGHT: VHU^SOAy Sjrrn Mnt" 




Postcode 



D- ■ «/.."• n vndy ti-wn m cyrhpu1"f 
If so which orkr do you own'' 




READER CLASSIFIEDS 



WANTED 

Wanted to swap, quality 
utilities, tools, programs for 
graphics, sound, etc,, maybe 
even superior games. Ray- 
tracers, artists, designers, for 
the latest, 100% replies, write 
to PO Box 33116, Takapuna, 
Auckland, New Zealand, 
Amiga only, of course 

FOR SALE 

Sega M egad rive PAL, plus 
three games Golden Axe, 
Altered Beast, Ghouls and 
Ghosts, worth £300. Will self 
for £200. Phone 081 943 
2056 after 1pm. 

C64C, 1541 MKil disk drive, 
datasette, Neos mouse, 
Quickshot j oy sticks , Hush 
printer, paper, leads, £400 
worth of cass/disks games. A 
bargain at only £320, worth 
over £1000. Contact Mark on 
0282 411702 after school 
hours, 

Ainiga games for sale, all 

originals, including Chase 
HQ. Operation Thunderbolt, 
Strides Xenon 2, Barbarian 2, 
£9.99 max. per game. Send 
SAE to Lee Woolley, 90 Mill 



Lane, Ryhill. Wakefield, West 
Yorks. WF4 2DR. 

Amiga, few months old, still 
boxed, £200 worth of original 
games incl. X-Out, Kick Off, 
Power Drfft etc.. aiso two 
joysticks, mouse and stereo 
speaker system. Worth £700, 
self for £37 5, Ring (0634) 
245248 Kent. 

PEN PALS 

PC penpals wanted to 
exchange games, tips and 
more. Write to: Olafur 
Eliasson, Urridakvisl 25, 110 
Reykjavik, Iceland (Island). 

PC contacts wanted. Write 
now!!! To: Skuli Sve frisson, 
Flokagata 67, 105 RVK, 
Iceland. 



MISCELLANEOUS 

Amiga cheat disk issue four 
filled with cheats and tips 
including Space Ace, Black 
Tiger, Op Thunderbolt etc. 
Price £3.50 or send issue 3 
disk and £1.50 toMrJ.S. 
Smith, 45 Maplecroft 
Crescent, Sheffield 59 1DN. 



31/2" DISKS 

EVEN BETTER DISKS — EVEN LOWER PRICES 



10*3172 DS/DD ....,.&.5G 

25x31/2 DS/DO £13.00 

50x31/2 DS/DD £35.00 

100 if 31/2 DS/DD... ..£66. 00 

250 x 31/2 DS/0D ...£149.00 

500 x 31/2 DS/DD ..£269,00 

BRANDED 

10 SONY DS/DD £12.50 
30 SONY DS/DD £33.00 



fatHi . 0741 THUS ■ Hh 
W* arty u*« Sony dlih*. 

the best available, 

urnsm* guiwit**, SAHE DAY 

DESPATCH. NEXT Q*Y 
DEUVEHY STANDARD EXCEPT 
Sb-100 DISKS WHICH TAKE 3 
DATS PRICES .|NC VAT « 

Postage i veab 
guarantee dn hardware, 
please Ring oh wfbte 

MORE DETAILS. 
CHEOyESORPO s TO 



AMIGA MEMORY 

NO CLOCK u fS7.5fl 

win clock. (me 

DRIVES 

AMHjA CuttANA 

™ mm 

ST CUBAN* J3I.IS 

COMPUTERS 

JTAftsaffiTE StTf 

5TE POWERPACK 

, , .....oei 

AMIGA BATWUSK 

- am 



35 WORDS FOR ONLY £4.50! 

Fill in the form befow and enclose with your £4.50 payment, cheque or 
postal order made payable to NEWSFIELD LIMITED. Photocopies of the 
form are acceptable. 

TGM Reader CJ,a parried section is not open to trade or commercial 
advertisers, but Famines may use it. Headings are: WANTED FOR SALE 
USER GROUPS, PENPALS, FANZINES and EVENTS DIARY {for club/user 
groups), The maximum wordage is 35. Small ads will be printed in the 
Aral available Issue, The editor reserves the right to refuse ads which do 
not comply with normal decent practice, or which could be interpreted as 
encouraging software piracy. 



TGM READER CLASSIFEDS 



Send to Newsfitld, Ludlow, Shropshire SYS 1JW 



Name 



Address. 



- - „.,r. Postcode P ,.. 

Please tick J Wanted J For Sate □ Penpafs □ User Groups □ Fanzines 
□ Evenls Diary j Miscellaneous 

Write your advertisement here, one word per box and include address and 
phone number if you wanl ihem printed 




% IF AN 



ADVERT IS WRO!\G, 
^ WHO PUTS ITRIGHT? 



Wc do. The Advertising Standards Aui hr>rltv ensures 
advertise mrnis meet with the strict Code or Advertising Practln 

So IT you question an advertiser, they havr lo 
answer to us 

lb find out more about the ASA, please write to 
Advertising Standards Authority, 
Department X. Brook House. 
Ibrrlnglon Place. London WC1E 7HN. 



Jig Practice. 

ASA 



ThiA t,pmt Ih 4om*lt <t In thr tmcrr-ftl* uf hl«h nlemtattU In *4v-rM*riaraU. 



HARDWARE 
(dept TGM) 19 

SHEFFIELD, Si 



DISTRIBUTION 
DIVISION STREET, 

4GE 0742 726485 
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THE MAGS WITH 
WT THAN FRAN 

0 * * * * * For your Speccy 

* * * * CRASH 

★ FREE! FOUR FAB SPECCY GAMES ON TAPE! 

★ FREE! WHAM CHEWY BAR! 

★ EXCLUSIVE! TVftJUCAN ON THE SPECCY! 

★ WIN! A CAMERA AND A SAM COUPE! 

★ LOADS OF SAM COUPE STUFF! 



A SNIP AND A HALF AT 

£1.70 





For your Commodore 64 and Amiga Q 4 

j ***** ^ 

★ BRITAIN'S TOP SELLING C64 GAMES MAG! 
AMAZING! TWO MEGA C64 GAMES ON TAPE!! 

★ EXCLUSIVE! fNTHMTJONAi 3D Tf NWS! 

★ EXCLUSIVE! THE MAKING OF CREATURES!! 

★ WIN! A SONY MIDI HI-FI!! 



A RUDDY AMAZING BUY AT 
£1.95 



DON'T MISS THE BOAT! 
JUMP ABOARD FOR THE WHIZZIEST 
GAME THRILLS AROUND! 

CRASH AND ZZAP! JUNE ISSUES ON-SALE NOW! 




ON SPECIAL 



SAVE £££'S WITH INFOGRAMES 




SIM CITY 

save £11,001! 
Amiga NOW ONLY £1S,99 
RRP £29.99 
064 disk SAVE £7.00!! NOW 
ONLY £12.99 RRP £19.99 

DRAKKHEN 

SAVE £17.00!! 
Amiga, ST. PC NOW ONLY 
£18.99 RRP £29.99 



KULT 



save £8.00! t 
ST, Amiga. PC NOW ONLY 
£16,99 RRP £24,99 



TIN TIN 

16-bit SAVE £7.00/! 
Amiga, ST. PC NOW ONLY 

£12.99 RRP £19.99 
8-bit SAVE up to £5.0011 
SPEC, C64. CPC cass 
£G.99/£9.99 disk 

PURPLE SATURN DAY 

16-bit SAVE £7.00!! 
Amiga. ST, PC NOW ONLY 

£12.99 RRP £19.99 
8-bit SAVE up to £5.00!! 
SPEC, C64, CPC cass 
£6.99/£9.99 disk 

STIR CRAZY 

FEATURING B0BO 

16-bit SAVE £7.00!! 
Amiga, ST, PC NOW ONLY 
£12.99 RRP £19,99 
8-bit SAVE up to £5.00!! 
SPEC, C64. CPC cass 
£6.99/£9,99 disk 




C64 



Activision 
£9 99 cB £14,99 d 
SAVE £2/£3! 

TURRICAN 

Rainbow Arts 

£7.99 cB £11.99 d 
SAVE £2/£3! 

DAN DARE III 

Virgin 

£7.99 cB £11,99 d 
SAVE £2/£3! 



SPECTRUM 




ATARI ST 



JUMPING JACKSON 

Infogrames 
£19.99 SAVE £5.00! 

DYNASTY WARS 

US Gold 
£15.99 SAVE £4.00! 

INFESTATION 

Psygnosis 
£19.99 SAVE £5.00! 



M S9I 





KLAX 

Tengen 
£7,99 cB £11.99 d 
SAVE £2/£3I 

DAN DARE III 

Virgin 
£7.99 eB £11,99 d 
SAVE £2/£3! 

PIPEMAN1A 

Empire 

£7,99 cB £1199 d 
SAVE £2/£3! 



AMIGA 




JUMPING JACKSON 

Infogrames 
£19.99 SAVE £5.00! 

HIGHWAY PATROL II 

Microids 
£39.95 SAVE £5.00! 

TENNIS CUP 

Loriciels 
£15.99 SAVE £4.00 



STAR BUY SOFTWARE 

These are three HOT games for your machine — 
picked by TGM reviewers to bring you the BEST 
games at the BEST possible prices! Remember, if 
you want to order any other game released by a 
major software house to date you can? Phone 
05S4 875851, ask for mail order who will give you 
details of the special price discpunt, 
Happy shopping! 



CPC 



CASTLE MASTER 

Domark 
£9.99 CM £14.99 d 
SAVE £2/£3! 
PIPEMANIA 

Empire 

£10.44 cB £15.99 d 
SAVE £2/£3! 

RAINBOW ISLANDS 

Ocean 
£7.99 c ■£11,99 d 
SAVE £2/£3! 



BACK ISSUES 

DON'T FORGET ISSUES GDI TO Of 3 
ARE STILL AVAILABLE? 

TX;014 January 89 The Gift of (he 
Guppie 1 Confrontation Coin-op! 
TX:015 February 89 Flighi Formaiion 
- Diary. Creation of a new 16-bit 
flight game. 

TX;016 March 89 The Power 
Generations: "Pie Knnx Miilhsystem, 
T*017 April 89 The Rising Sons: 
N mete n do's 16-bit Super Famlcon 
and Sena's Mega Drive, 
TX:018 May 89 D Paint 3 reviewed I 
Argonaut's F1 17A Agressor preview. 
TX;019 June 89 Console Dawn! 
Japans 16-bit attack on Europe. 
TX:020 July 89 Indy'sback! 
Interview with Lucasfilm's ace pro- 
grammers ■ Vector Graphics. 
TX;021 August 89 Batman is back! - 
Hand held and LCD;CES Report. 
TX022 September 89 Arnica Into 
Mac' The latest in emulation. Plus 
David Crane — exclusive interview! 
TX:023 October U.S 
Exclusive: Imagination Workshop — 
Licensed to sell: A look at the real- 
Irte Bands — New series on MIDI. 
TX:024 November 89 Affordable 
Archrmedes: TGM looks at Ihe bard- 
artd software — Our Man In Japan 
special — Mel Croucher looks at 
CD-ROM 

TX:025 December 89 Skydiving with 
subLogic — Our Man in Japan 
reveals the new Super PC Engine — 
Play By Mail: John Woods on GAD 
games. 

TX:025 Janurary 90 American sup- 
plement— Disney World exposed — 
Review of all the latest joysticks — 
Sound samp ling — PC sound cards. 
TX:Q27 Feburary 90: Space Ace — 
it'sflippin crazy mate! David Wolf — 
' He's a special agent! Firsl EVER 
reviews of new Atari LYNX games! 
The CD side of computers, plus 
more action than you'll find in a fer- 
ret! 

TX:026 March 90: Smash it up! The 
beat em ups compared! Exclusive 
CES report! Consoles — which one 
lor you? 

TX; 029 April 90: FREE! Ocean 
Playing Tips book! Epic! So, Vour 
Want to Be A Pop Star? Plus more! 
TX:03n May 90: FREE' Elite Playing 
lips book 1 FM Towns' Psygnasis 
preview special' How to design a 
game — the professional way! ! 
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Credit Card No 
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Signature 



PC 

SKI OR DIE 

Electronic Arts 
£23.99 SAVE £6.00! 



MINDROLL 

Thalamus 
£19.99 SAVE £5.00! 

RAILROAD TYCOON 

Microprose 
£29.95 SAVE £5.00 
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Make chaques and pa&Lal orders payable to; 

TGM Magazine* Ltd. Send this Form to: TQM MAIL ORDER, MEWS FIELD, 
LUDLOW, SHROPSHIRE, SYS 1 JW. 



FEATURE 



The 201htSiturv 
seen more techno- 
logical breakthroughs 
than any other time in 
history, Just take a look 
at the bedroom of the 
Sixties: there were no 
home computers, no 
hand-held games 
consoles, in fact very 
little in the way of 
electronic wizardry. Go 
hack another 30 years 
and they didn't even 
have television. But 
what about the bedroom 
of the future? Will we 
still have beds in the 
year 2020? Will there 
still be that odd sock 
lying in corner of the 
room? And will dusting 
really lie necessary? 
Robin Canity bemoans 
the fact that he'll be 50 
by then, and opens the 
door on the bedroom of 
the future... 

1 TELESCREEN 

George Orwell presented a 
depressing picture of the future 
in his classic novel. 1984. The 
state, as epitomised by Big 
Brother and the Thought Police, 
used massive two-way 
Telescreens as one of their main 
policing methods. Large 
telescreens will play an 
important part in the 
entertainment Industry of the 
future but. hopefully, their use 
won't be so sinister Our 
telescreen is the main focal 
point of the room, It's a multi- 
purpose screen with windowing 
capabilities. Being so large it 
can easily display several 
different of a 

reasonable size simultaneously 
with a maximum of 256 different 
windows on screen at any time. 

Most devices in the Mure will 
be voice-activated so to select a 
particular channel you just tell it 
what you want to watch. You 
can even tell it that you want to 
watch a specie program and it 
will display the relevant channel 
when the program comes on. 

The telescreen also acts as a 
videophone, shopping, banking 
and computer terminal. The 
videophone has several lines 
and can be programmed only to 
accept calls from particular 
people. Super surround 
speakers below the screen pick 
up your voice from anywhere in 
the room. White the screen itself 
acts as a camera. If you don't 
want to watch TV or play on 




your computer it will act as 
window either displaying the 
outside world or just about 
anything you want (from 
psychedelic colour patterns to 
alpine scenery). Any of these 
windows can be dragged to any 
section of the screen, overlayed 
over each other or resized. 

There's a hand-held version 
of the telescreen which basically 
performs all the same functions 
except you can only display one 
screen at a time — useful when 
you're out and want to check if 
you've had any phone calls or 
electronic mail. 

2 COMPUTER TERMINAL 

QWERTY keyboards will be a 
thing of the past by the year 
2020. Anything that needs to be 
typed can be dictated into the 
computer, while the telescreen 
is touch sensitive. A computer 
terminal will basically be a 
series of slots to plug in your 
ROM cards, Where a hard copy 
is required, the print out will be 
on a laboratory-synthesized 
paper substitute. 



3 PORTABLE COMPUTER 
GAME CONSOLE 

You may think that the Atah 
Lynx is the hottest thing in hand- 
held consoles but the games of 
the future will literally be 
mindblowing. A pair of sensory 
spectacles actually make you 
think that you're in the game. 
Sensors on the side of the 
spectacles tap into your synaptic 
responses and detect what 
movement you wish to make. 
You feel as if you're moving a 
joystick and pressing the fire 
button but in reality you're 
standing still. The games 
themselves will be along the 
same lines as they are now. 

Games with a strong snoot- 
em-up element will be by far 
and away the most popular. 
With the sensory spectacles you 
will see and hear the game 
through the eyes and ears of the 
character you're controlling, you 



will even be able to smell odours 
given off by vehicles and people 
in the game. 

4 BOOKS, MAGAZINES, 
RECORDS, COMPUTER 
GAMES 

Books in their present form will 
become more valuable, paper 
as we know It will be banned. 
Generally anything that was 
written or recorded will be 
available on multi-purpose ROM 
cards. These can be plugged 
into the computer terminal and 
their contents displayed on the 
telescreen. Music ROM cards 
will contain some sort of visuals, 
either a promo video for the 
band or a series of pictures and 
information. Classical music 
ROM cards will show either a 
live performance of the 
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orchestra or colour patterns 
designed to convey the mood of 
the music. 

S WARDROBE 

No more rummaging through 
the wardrobe to find that elusive 
favourite shirt (which is 
invariably creased wt>en you do 
find it). The bedroom of the 
future will feature an altogether 
more sophisticated wall unit. 
The entire family's clothes will 
be stored in another section of 
the house (probably 
underground). You tap in your 
requirements on the computer 
terminal and the clothes are 
delivered neatly pressed to your 
bedroom via a wall chute. The 
telescreen will also display what 
you look like in those clothes 
before they're delivered. 



6 AIR CONDITIONING 

Programmable air conditioning 
that adjusts the room's 
temperature according to your 
activities will be the norm in the 
future. You may want the room 
to be colder when 'you're 
working or pleasantly warm 
when you're asleep. As the unit 
is voice activated you just tell i| 
what you're going to do and it 
will adjust the temperature of the 
room accordingly. 

7 LIGHTING 

Lighting for the room is handled 
by an anti-grav hover unit, it's 
voice activated and can be 
positioned anywhere fn the 
room. The advantage of this is 
that it gives you a number of 
lighting options. You can use it 
to spotlight a particular area of 



the room or light the room as a 
whole. As the unit includes a 
number of adjustable strength 
lights you can light different 
areas of the room at different 
strengths, maybe a spotlight on 
your desk with the resi of the 
room dimmed. 

8 BED 

Hasn't really changed that much 
except for the legs. These are 
now anti-grav units. You can now 
adjust the height of the bed to 
your own requirements, they can 
also be used to create a rocking 
motion to lull you to sleep. As the 
air conditioning is so 
sophisticated, blankets or duvets 
aren't needed. But since most 
people don"t like to sleep 
exposed the bed is covered with 
a blanket. This works in 



conjunction with the air 
conditioning and will keep you 
warm or cool you down 
according to your preferences. 
Finally the pillow is now under 
pneumatic control. In keeping 
with the rest of the room it's 
voice controlled and can be 
made harder or softer just by 
talking to it - gives a whole new 
meaning to the phrase pillow 
talk. 

9 BINS 

A sophisticated waste disposal 
unit that extracts and 
reprocesses useful materials. All 
reprocessed material is sent 
back to the manufacturers to be 
used in future products, Heat 
sensors in the top of the bin 
prevent it from trying to recycle 
your hand. 



SAVE £3 ON A 12 
MONTH SUB! 







TAKE OUT A 12 MONTH SUB TO TGM NOW & GET 

TWO ISSUES FREE! 
12 MONTHS UK MAINLAND €15 OUTSIDE UK £22 

OUTSIDE EUROPE £35 

outside Europe goes Air Mail 
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■ "HAPPEH'N COMPUTE* AND C0N50LE ENTERTAINMENT ■ 

exclusive] 



THE BEST BLAST 

SHiCE THE BIG SANG! V V 




FM TOWNS' 

IT •"V.(i»i 4 WIN tfTHnf.nm. 



Kentucky Fried Fredo 
gott FFP in 

IftA StlrlH 




his is the very best time to take out 
subscription to The Games 
lachine. We'll give you 1 2 months of 
1 1 -act ion gaming, delivered straight 
> your door — and save you £3 on 
ormal prices! That's two issues free! 
on't miss your chance — hurry, hurry, 
urry to page 85 and fill in the order 
trm! The Games Machine... 

he only way to play! 
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T IW Cflmmoaoifl A5DD BUrnui Pack fflUBl 
■wety rarvtt at ooa cd ifio most popular com 
pule* pack* *v«rt The pack batw* (ho 
Commci-dorj Amiga §00 computer with 

msUH Controller nnrl TV modulator i5 

Hour top KTrtwar« lilies Tha software in- 
ckides; ■ Batman The Mpvw ■ Rid Gotham 
City ol iha cunning joltsr, in Qcw'f bop 
sailing mto based on itia blocfcbusier Bar- 
man (Vim. Mm Zealand Story - high qg ju- 
1y cormerston d1 the Iswing arcade gama, 
Interceptor - DtujrTtgtil with two F-16s in 
ihis leading llrgtK aimulator : Del it re Paint 
■I ■ Cop quaACy Amiga graphics package 
wrwcti ssi i ha standard tor oiriera to kdew 
Frtum ihe coupon tew lurcher detail a 



MCK INCLUDES: 

A500 Computer & Mchju £399.99 



A520 TV Modulator 
Salman The Movie 
Haw Zetland Story 
Interceptor 
DHiuice PaJrrt H 



iU 99 
£24 95 

£24.95 
£49,95 



TOTAL JlflPr £549 76 

Less fttf* gJvrrtrj : EWPJg 
PACK PRICE: UliM 
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AMIGA 2000 
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For iha mote hhoih or profasvonel appi.ca- 
ttorta usee, Commodof • hive a ■election of 
iyjiens sa.-:oii around irie aspandetrffl ■"nr 
3000. at pneat horn £1295+ W. The A200C1 
•nature* a bit 1Mb RAM (eapandaMa u 9Mb>. 
9 jyolam expanaien slots, plus iRM com- 
patAHlty with the uee of PC-XT or pc-AT 
brK*oa*m*rdrt. Complete and return r,be 
coupon, putting e Uck 
In She A2D00 hrjx tew 
detail* nrf A2O00 com- 
puter aysiami. 



£1295 



FLIGHT OF FANTASY 



FliflW of Fantasy n rh* vary litttl Arrnoe 500 sack rfom Common}, 
teanuring BR AMD NEW BOrtwara rata****, to make mis Ehe most spat 
tauter ASM pack ewer 1 The pact; Features the Amiga. 500 computer 
with mouse cemtrotte/ and TV rrwdulwor, aft wall m* tpur lop software 
mia*. Tna» include me lollCMinrj: 

MjnszazssMm 



n» nigri quiir, peaMke peejaae thai 

HI ■tinoard V> arhar Amiga «r 
IwMtM Li«lu:« Pimi ll incfcjd** 
pU"*i'gl. Mty Id uh Tooij thai hung 
am iha aiim in yrv Cuk maaw. 
paca*. praaanuatona 50 wmJ inii 
rr , jit dooala 



a lomathing axrfmt, m1h»*ni 
- * M4"ii hebon itorv artlh one 
book pyl* Br^jhm.Ov harota Jaka 
IM Duh* *i> on IH Ptinft X -0K - 
ino Hunini mht. h*«« bw caplurKl 
by th» RotKM Hwwn *rtj hfT#ti to 
uuaunhH Haba Ajttt) to PFSTROv 
EWWI Jrt» ind Duta Don rti*M -*r 
inrnggh tarda* c* «vii Rooou u help 
tha Huinarn «Kip« 



AArnrfiOIV iSLANDS: 



Hip on your m» U ii ■hem (KKtH 

•hrnwina a runtor and you r» ptidy 
to rjc siind hopprng Ramih* b*t«i4 
tf Do* hj Manvl*' island you -till arv 
Lihirrtv &jh hirri*e«r, Mrv^O Inaacw 

Mhal : j'urm mHi. h». rnachinlaal 

■auilinbx M t&innreifei* Ovrnoa o* 
■agand ard tofclora Frhaby (m ra« 
■wW <H dir.r*it and ira irviainianui 



flFTAt^roff. 



of rwu ilrcrj*! and tour wk •rryurinm«n*i 
■ ilh doiani o* diltaraw uciit»i nvattqna 
Aavill tw«M. ftnaaov: bomfcinai. yaarae- 
ihraaruvM baM batBaa. laaonng car>i*ojp 
.. »tw llatdl ItMiitn mj ■rtotoa* Aaallma 
lochpir dafiaya, «^u4ng 'true radar 
♦nhjncD Ihi nialiBM laal tt ihi* ttuhning; 

<imi>t(IDn 



PACK INCLUDES: 

A5MCwnpyl*f4Mou»* OflM» 
ASM TV Modulator 
Deluxe Paint ll EII.9S 
6iu;ap*.'Bd*o| Mgnitera tl9.9S 
Rainbow l« tend* C2<-,15 
F» Retaltator £2o &&• 



TOTAL BflP: £5« B3 
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FOR FURTHER DETAILS OF THE AMIGA 
RANGE, COMPLETE THE COUPON AND 
RETURN IT TO SILICA SHOP 
THE UK's Not AMIGA SPECIALISTS 



SILICA SHOP OFFER 



i r 



J 



t We¥ QVERHi&HT COURIER OEUYWY On all hardware orders stopped in Ihe UK 
TECHNICAL SUPPORT HELP. " Team at Amiga technical ei.p<rrH at yoiK service 
PRICE MATCH: Wb nofmally malch compf)htrj ra on a -Sanfva producl - Same price" basis 
ESTABLISHED %2 YEARS Proven 1rack record in prcrtessionai compulet seKH. 
DJ*j TURNOVER (with SO stott) Sodid and reliable with maintained orowth 
9USfNESS&DVCATIONsG0V£fil>tM5HT Vbtume dheaum availaPfe lor large orders 
f*£ W J*?Q** S; Demonatrsiion and Iraming t(mlili«s at our London a Sidcup branches 
J™ 'Utt STOCK RANL.r. All of your Amiga requirements rrom one supplier. 
FREE CATALOGUES. Will be mailed 1o you with offers and 3£n-«ar ^peripheral derails 
PAYMENT By cash, cheque and all major credrt cards. 

CREDIT PAYMEHT TERMS: &lica *r* licensed credH brokers - return coupon tor details 

a**d-o you dacirje V"hon to tuy your new Artupa comcnirar. >4 iuO^ei! rai- hnir . rjreffe)!* abairl WMfirtt; 
you buy II Conndor whiii n will bn a law. m^|h» nuyir^ your AmiOft. whan you nvpy require addHmnal 
C*-iplBrnlt nr Mrrwara. w h*p and */T. K4> wilh your nw pU'ChtM. And will the tofflpanr imu buy from cuntaci 
vou «if, drtailial r.o*iriOLrt5'' *l S-^b Shop, m nniLnlhal you will t4n i»amirhg la awry about. Smci han 
t**n ttra.nlnjr'^B lc* avor 1? y*er». end hiw» in Annual turnovar at EI3 million Wih our unmvallad *iw *r.-: v 
acO «xperiiu, are e*n now claim to maat r>ur tusta man larjuirgmartta w*lK an Lvndarvia^ewiQ which is aacand 
Ic nnr* r3yldon1 l .jBl lakeourwDrirrorit C&niplal# gnrjrflurn 
ina caupan Tr> ol- alui Fr« "DerWura and bagin «g «,,. 
paeigiSM iha 'Silica Shop Sarvica ' 



HAIL ORDER: 

□raar Una* flpan 



T-4ThfrMsw$, Halherley Rd, Sldcup, Kent, DWt4 JDX W; flltl-HB 1t11 

ItafSal aj0rja«MLQOaa> Wo Lata Ntarit Oparax Faa r4o : Dfll 3DB DW 

52 Tottenham Cpuri RpafJ. lDnrjDtr, WlP OflA ftl; 071 iOCt 

Mrtr-Sat ».JQar»varjOnm LaJa Nighl '■ hUMOiVJH' Bflfll !=«■ No 071 »3 *737 



LCWDCht, SHOP: 

ilDCUP SHOP; 1-4 The Mews. Hatlwley fid. Sidcitr7^iOAl4 "4DX TW: 081-382 Mil 

Oaanlnrj Hdtir> Mtn\-?.m\ irVCQaarvSMom Uua Wiyhi Friday unhi 70m Faa hh) n*i.»j*>17 

&USINESS/EDU CATION: 1-4 the Me«5. HatlwrteyRd. &.rJC(ip." Km 0A1fl 4DX Tb>I 011-308 0888 
f>rhir Linaa Ofjan Mon-F-i afluam-tOQpm Cloaad or S*iuid*y» r^mc No WMW— I 



To Silica Systems Ltd, Dept GArrfCti-Qo9Q-3j, 1-4 The Mews. Hathertay Rd, Sidcup. Kent, DA14 4DX 



I 



PLEASE SEND INFORMATION ON THE AMIGA 



n I as 



Surname 



RE 1 Ufl** THE COUPON NOW FOfi ^ 

FREE BROCHURES^ 



SILICA 
SHOP 




Addresa: 



I ffwte o dfg TW: „„.,,, | 

^Which cornputor(»>, It uny,. do you own? ....„„„, A2000DjJ 



I a«rtnl|>ia ma r r^nfl pWM >«tutn in* oouprai tm U» ««■ ,n4>m«.j„ 




Lettuce have it! We want to hear your views on 
anything thai gets your goat, rattles your cage 
or grapples your grapenuts. Got a computer 
query, question or quandary? You know where to 
come... NEWSFfELD, LETTUCE PAGES, TGM, 
LUDLOW, SHROPSHIRE SYS 1JW. Best lettuce, 
erm, letter of the month gets a crisp cos lettuce 
leaf, erm, crisp £50 software voucher. So, 
without further ado, lettuce begin... 



CORRESPONDENTS 



From around the world you 
write to us about gaming 
goings on in your country! 

AUSTRALIA 

■ From Geelong, Victoria In 
Australia, Alistafr Smith 
writes with his strong views 
on the software pricing 
problem... 

■ With all this anti-piracy and if 
you pirate games you are a 
thief stuff going round, I'd like 
to tell you about the Aussie side 
of things. Out here, games are 
simply too dear to buy if you're 
a kid like me. We have a BBC, 
Sega and Amiga (yes, life is 
good here in Oz}. Sega games 
are worth $70, BBC games are 



worth S60 and Amiga games 
cost 60 bucks! How then can a 
kid who earns $4 a week afford 
to buy games at those prices? 
The only way you can possibly 
get a games collection going is 
to pirate games. 

I'm afraid the software 
companies don't think of the 
main buyers — kids — when 
they put price tags on their 
games. If the companies expect 
us to buy their games they have 
to do something about the 
prices! 

PORTUGAL 

■ Jose Manual Machado 
Cardoso tives In Portugal, 
working for the Ministry of 
Justice and uses an Apple 



Mac in the office. He's been 
playing games at home since 
1983 and gives TGM His view 
of the Portugese situation. 

■ 1983 was the first time we 
listened to people talking about 
computers. The boom was 
motivated by one little computer 
named the Sinclair Spectrum 
imported from England, Quickly 
the sales of Sped rums rose, 
and Time& began production in 
a new factory opened especially 
for producing Spectrums. With 
the profits, Time* designed two 
new models — the Timex 2048 
and the 2068, 100% compatible 
with the Spectrum. Today the 
factory is dosed, but the old 
Spectrum still has a large 
majority. 

Other 8-bit computers, 
Amstrad CPC, MSX, Atari 
80QXL and the Commodore 64, 
never had the popularity of the 
Spectrum and the sales never 
reached a very high volume. 
Today their prices have dropped 
but the 16-bit era is upon us. 



The Amiga 500 was very well 
received by Portugese users. 
Today the Amiga sells more 
than any other computer, with 
almost 20,000 sold in the last 
two years. But only in 1990 
have Commodore been officially 
represented in Portugal. 

What about consoles? They 
are almost unknown here and 
few Segas were sold after its 
solitary appearance in the 
shops a couple of months ago. 
It's quite understandable 
because the prices are high and 
the quality of software doesn't 
match the Amiga or ST 

Software: in England and 
France the software houses 
think we're all pirates, but that 
isn't true. The piracy in Portugal 
is very strong only because we 
have no alternatives. If we go to 
a computer shop or even a 
supermarket, the only software 
available is pirated. If we want 
legal software we have to use 
the mail order service from 
England or France and pay 
three or four times more than 
you do We can t find any legal 
software because the software 
houses from England and other 
countries are not interested in 
our market — possibly because 
everyone buys pirate software? 

But why don't they change 
the situation, or follow the 
example of the video market 
here in Portugal? Two years 
ago, only pirate copies of 
movies were available in video 
clubs. Today we can't find a 
pirate copy because we can 
buy a movie in the video club or 
at the supermarket for a fair 
price, I think it is time for the 
industry to have a little more 
respect for us, 

■ For his Portugese report 
Jose wins £50 worth of 
software! 



SPOTTY 
CORRECTION 

Dear TGM 

I have just read Beam Me Up Spotty (April issue). Apart from 
being an avid reader of your magazine and a computer games 
fanatic, I am a printer and the picture that accompanied the 
article interested me. 

I feel I have to put yourselves and your readers right as to 
what the picture is actually showing. It is not a machine for 
producing clones or sons of CDs, it is a picture of a pad printing 
machine or Cliche printing machine which prints the graphics or 

titles on the finished CDs. a 
process you referred to as 
inking. 

Keep up the good work and 
perhaps you could offer a 
prize for spotting the glaring 
cock-up? 

Mr K G Ward, Panel Printers 
'86 Ltd, London 

Well done, you 've passed the 
test! No prize, but how about 
this glaring cock? 




LETTUCE OF THE 



with Ernest K Periwinkle 



JUNE: ALL THE YEAR ROUND 



"Ello again. It's been a right 
difficult time recently, what 
with the weather up an* 
down as it is. Some of me 
prize seedlings have been 
killed off, what with the frost 
coming along without any 
warning. But here s a lettuce 
that s pretty hardy and can 
be grown to produce some 
beautiful spring, summer 
and autumn crops. It's yer 
All The Year Round lettuce. 



A smashing variety with 
crispy whrte hearts that 
taste grand. You'll need 
fairly rich soil to succeed 
with this little 'un, an 4 ifs 
best to have moist but well- 
drained soil. 

WelJ, there you are. Now, 
remember sow yer lettuces 
fortnightly to produce a 
sustainable crop. Cheerio 
bye for now.- 



&B TGM June 1990 



COULD 
DO 

BETTER 

Dear TGM 

After viewing an episode of 
Sledge Hammer it seemed as 
though nothing could be more 
far-fetched. How wrong I was. At 
11:45 I trudged upstairs and 
inserted a green labelled disk 
into my Amiga, Yes, Player 



Manager. There was one game 
left in the season; my team 
against Norwich, with both of us 
on 26 points, Whoever won 
would be first division 
champions. 

At half-time Norwich led 1-0, a 
fluke goal by T Coflins giving 
them the edge. After six minutes 
into the second half it was a 
differed story. A brace of goals 
by R Foster, and a solo strike 
from C M Griffiths had giver my 
team a tremendous victory, 

My prediction of a glorious 



three point gap between myself 
and Norwich had actually come 
true and on obtaining the crown 
of league champions I checked 
to see what the board thought of 
my skills. What?! The board 
were only 35% satisfied and 
were said to be concerned? 

For the next season I intend to 
waddle around the pitch on my 
buttocks to see if thai might 
impress the board. Further, I will 
use my right buttock to lake 
penalties and use the outside of 
my left foot to curl in corners 
















i i 




from the right wing. 

That aside. Player Manager is 
a fantastic game — thanks Dino. 
Amil and the rest of the Anco 
team. 

Ryan Forest, Crosby 
Liverpool 



COLOUR 
COORDIN- 
ATION 

Dear TGM 

I bought the brill April issue, 
hoping there would be an article 
on the 1 6-bit Mega Drive — but 
no. Just companies offering grey 
imports. What is a grey import? 
And where can I get one which 
isn't grey? If I don't get one soon 
I'm going to explode! 
Seven Foster, Formby, 
Me rsey side 

Dear me, human combustion is 
a bit strong, isn't it? A grey 
import machine is one that isn't 
officially distributed, supported 
or condoned by the original 
producers. As a result, there 
may be some compatibility 
problems with officially 
distributed products. You can 
get a 'real' Mega Drive from 
Virgin, who are the official Sega 
distributors, this autumn. 



\ConnoDORE sv reprirs riid sprres 



LEPHONE 




0457 866555 
0457 867761 
0457 869499 



OR BRING IT IN TO US FOR WHILE-YOU-W AIT REPAIRS ■ AROUND OIEMW 

wWuy.n:.<,,,.A,^^ OPEN 

QIEED YOUR COMPUTER REPAIRED FASTIS? 

FED UP OF WAITING WEE KS FOR YOUR COMPUTERQ/^ ,, 




THEN WAIT NO lONGfR-The videovault have been servicing C6J 
smce 1982. we are the no. 1 commodore service Centre servicing 
1000 s of machines each week 

WE DONT JUST HEPAlft YOUff COMMODORE we check loading 
sound, memory, colour, in fact fully overhaul your computer for 
only em oo which includes all parts, labour vat and return 
postage + packing - no hidden extras. Your commodore 64 
computer will be repaired to give you years of trouble-free 
enjoyment fpfease note power supply units are not repairable 
and would need to De replaced. These are available from us at 

£35 00 1 



COMMODORE 
64 /VIC POWER 
SUPPIY UNIT 




Replacement 
Power suppty 
y Units 
only £35.oc 

4 E2.35 O+P 



^CATALOCU^ 



Send your computer now to- 
Video vault Ltd, Old Kingsmoor school, 
Railway Street, Hadfield. Cheshire SK1 4 fiA^k. 
Telephone: 0457 866555/867761/869499 Head Office k Credit Card orders queries 
Manchester 061-236 0376 while you wait repairs & spares centre only. 



i if wefinaihe co^puwis 
uwepiiratile due to tampering rnere 
win df ^ hoadUftadarae of zvs «. 



tfflTHE VIDEOVAULT 
COMPUTER COMPANION 



EDITFON HOT OFF THE PRESS 

New tigger catalogue .icw available 
containing cw s.oco term mci-jcang sc%jfe 

an computers, loysncfci spar* parrs 
fojsine/H software, books p*m nftany more. 
Just send 3 * 1st Class stamps for vour free copy 
ever 25 5*ge 5 ttfi ct too au*'iry product! 
deiwerpd ftjycj'*w ov return post 




catalogue 



Corj/ngtit Video Vault Ltd No 092072 



WE NOW HAVE FAX: (0) 457 863946 
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machine 

NEXT MONTH 



MAKE A DATE WITH YOUR NEWSAGENT THIS 
MONTH AND GET HIM TO RESERVE THE PACKED 
JULY ISSUE OF THE GAMES MACHINE. YOU 
WOULDN'T WANT TO MISS: 

THE ARCADE EXPERIENCE 
Two new machines are set to rock the home gameplaymg 
boat. Both the Neo-Geo and Video Panel will enable you to 
play arcade-quality games on a standard TV for a fraction of 

the cost of a coin-op. 

IT'S FOR YOOOHOOO 
It's the televisual communication sensation that's sweeping 
the nation. TGM gets switched on. But dare you answer? 



ei inc 



Atari and Commodore's next generation 68030-based 
machines, the TT and the A3O0O, put through their paces. 
Over-priced games machines or bargain workstations? 

WRISTY BUSINESS 
Who puts the game in the Game Boy? TGM travels the world 
(well, South London, actually) and finds out that a Game Boy 
in the hand is worth two in the bush! 

PIXEL PAINTERS 
We give Bob Wakelin, Roger Dean, Oil Frey and other 
Illustrators a crayon and see what happens. Brigette Van 
Ruben rasps at the results* 

Board game round-up 0 Software sensations from Japan ■ 
Coin-ops that hide home computers and consoles ■ Over 40 

game reviews... 

LOOK OUT FOR A POWER-PACKED PLAYING TIPS BOOKLET FEATURING COUNTLESS 
GREMLIN GAMES ON NEXT MONTH S COVER! 
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UNCLE MEL'S 

TRIVIA 
QUIZ 



1 ) Which 8-blt machine commands 50% of 
all French games software salee* 
Garelique, Caen-dom, Oolala Of Amstrad 
CPC? 

2} Which brand of microchip do Tomahawk 
cruise missiles and the Speak W Spell toy 
have In common? 

3J Unscramble the self-made computer 
celebs from these rap artistes: Chairy 
Dredd, Run A A Slag, Crude Ron Bog, 

4) Name the free goodie available with 
CBM's new PC starter pack. 

5) Fill In the missing words of the following 

software tiWes: Kids, Go To . 

Position, — ■ ^ccounfanf. 

6) Name the label which has secured the 
Mad Max licence. When was the original 
movie released arid which rock star played 
the baddie in the latest sequel? 

7) What do the following TV acronyms 
stand for; MTSC, SECAM. MAC PAL? 
8} Which traditional element of creating 
computer games does CRL's DUNE 
system eliminate? 

9) What is the £3 billion Euro superchlp 
project called: NANCI, JESSI. PANSI or 
LARRI? 

1 D) With an Iron Maiden game imminent, 
when was the band formed and name 
either of the original members In today's 
line up. 

tl) Who created the cartoon graphics for 
Dragon's Lair, and name its sequel? 

12) The inventor of the word processor 
died in Boston USA last March, aged 70. 
Name him and then guess who his first 
employer was. 

13) What have Cray Computers, McCain s 
and my shoulder got In common? 

14^ Apart from the free exchange of morwy 
In lieu of old rope, what have Michael J 
Fox. Matthew Broderick, Bros and Goldie 
Hawn got in common? 

15) Within two years, when were the first 
images captured on videotape? 

16) In Dr Doom's Revenge, name the 
villain s henchman and give Peter Parker's 
and Steve Rogers' superhero identities. 

17) According to virgin's Brynn Gilmour, in 
the games market what is 'a necessary 
evil'? 

18) What has Nikolai Kardashev 
discovered from star cluster CTA-21 in 
Pegasus? 

191 What have Locoscript for the PC and 
baby elephants got in common? 
20) Which of the following is not a genuine 
computer company: KGB, PDQ, EEC. 
IBM? 



ANSWERS 

1)Thfl CPC. 
Z) Texas. 

3) Rldtwnd Eddy. AJ*n Sugar, Bmoe Gwlon. 
A) Tim Bn»h»-Wtw- 

Btootty, Morf, Pokr, fax. 
ft] Miwtewpft. fSTB. "Rn» Turner. 
7} NatlonaS THiBvtaiofv Standard* Commit! ee, Swjm«*» A 

Mempiho, MiiUpt»t»d AiuOogue Coroponento. 

Phase AJtBrnsi* Una. 
•| Programmers (and aba* time boa 1 1 

9) J«3J. who'll b* * strong 64Mb on e sing* chip. 

10) 1 977. Sieve Harrt* of □*« Murray. 
lljttanBluth SpM* At».Ywn. , 

12} An W«fl. WlrefTO memeaclurmr k* Chinaee NattonafiaS 
leader, g*n*«» Chlanp K*-Sb**. 
M«*«ive CN|H. 

14) They all own & Nintendo wntota. 

15) 19S3. sy Anoterson. Dolby and Gm**iurg otthe AmpflU latss 
1SJ fioorrw^ ng. Elacfro or HobgiaWIn, Sptdef-Mm and CapWn 

Ajnartca. 

mm 

1 ik Iritflftgent Tadto^omputer »gn«l> 
11; They botn cafce yean to deliver 
20) IBM, it's fl Corrwh adrmaemn of QiM. 
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\ 1 1 H -AMIGA S( :RKKN SHOT 



AVAR A RLE 
FROM ALL GOOD 
COMPUTER SHOPS 



VIDI ENABLES YOU TO . . . 

# Have perim freeze I'rume from 

• Liit'ttif uirtirr mil lift- ultjeet«< into 
your favourite clestjsn, 

# Grab real nine 3-D images 
from TV. 

# Liihant r yonr.L r rapliics 
creativity. 

W Capture and stove 
action M'fjwenees. 

• Di'>k top vuleo. 

• DT.P. DeskTop 




PAL VERSION 

£114.95 

INC VAT 




VIDI FEATURES . . 

• Take snapshots in In shade* live 
I r i nl> - ■ 

• Multiple frame *t i m- will mili**- all 
ft> jBulabit im'mnry . 

• fXnuinir an ami |>ustt-. 
0 h nil palate runlmi 

• I bfd* are aa I si >frwar£ 
control i^l bttgbtnesfi ami 
contract, 

0 t ! [MiiliEr wiih all video 

>nitiiJari U colour. I lark 

and white, VI 13; nVta. 
PAL NTS! nr. 

£ I pgrodabteto lull colour 
with additional 

ATDfCWR< >MK park 



COLOUR UPGRADE 
£19.95 inc VAT 





VIDI 



a 

VIDI-AMIGA SCRE 




Limited 



Rombo Ltd., 6 Fairbairn Road, Kirkton North, 
Livingston, Scotland EH54 6TS. 



AMIGA 



TEL: 0506-414631 
FAX: 0506-414634 





K ATM AM is a shac ' ow ' n the darkness, 
UrillrlHIi as elusive as a dream. High 
above the seamy streets of GOTHAM, he is a 
criminal's nightmare. The only hope for a desperate 
city -BATMAN. 



to areh J llMfe in,T fr » rh n 
»— abh»r #»c«Hrnl mc-.'# ti r 



0 



liimi Tmi FHm ii»-bi fa, 
• 1 1 1 1 n .+ 1 a pwriMU mhi 

Id m«t4fU* 23m 



** tlllMul, 1 upr*».,l, „fi 

Hln»<nA,»,il u „ y ,.„, , 
*vrrh*{M tfttH* r,..i '.,i.nj,i 




SreCTBUH, COMMODORE. AMSTRAft. «.■• AMIGA: £3*.» ATARI ST «MR 






TM & © ORFQN PICTURE S CORP 
ALL mGHTS RESERVED 




J i 



SPECTRUM AMIGA 

£9.95 £24.99 



COMMODORE ATA(? l ^ 

£9.95 £79.09 



AMS7RAD 



Ocean Software Limited • 6 Central Street ■ Manchester - M2 5N5 Telephone: 061 832 6633 Telex: 669977 OCEANS C - Fax 061 934 0650 



